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Your reading options have just expanded: NF Magazine is now a part of Magzter! 
This new avenue of distribution is our "third pillar," as in addition to reading each of 
our issues in print or in digital PDF form, you can now also find them through 
Magzter’s marketplace. 


Why’s that a big deal? Because Magzter supports every mobile device under the 
sun. No matter what brand of tablet you may have, from iPads to Kindle Fires, from 
Androids to Windows 8 phones to Nooks, Magzter covers them all with its one 
unifying distribution network. Previously, NF was made available through different 
iPad and Kindle apps, but we’ve made this transition in hopes of meeting the needs 
of everyone else who requested to read our issues on your devices of choice. Now 
you can! Simply go to Magzter.com and search "NF Magazine" or "Nintendo Force." 


Got questions? Need new access to back issues you already purchased through the 
older, now-retired apps? Use the "Get in Touch!" form at the bottom of 
NFMagazine.com and we'll help you out! 
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NBOX 


SUPER SPLASH BROS. 


Listen, I’m really sorry - | have to apologize. This 
issue is a mess. Somebody let a whole gang of 
Inklings loose, and they just couldn't keep their Turf 
War contained to our cover art. No, no, they had to 
try to ink everything inside too! We held them off 
for the most part, but | really do regret that 
splashes have been made all across the pages 
ahead. 

It's a mess that's appropriate for our theme for 
this issue, at least. This time, we're putting the 
spotlight on "Making a Splash!", which is a phrase 
with three applicable interpretations. 

First, it could refer to water — so we've prepared 
for you an in-depth developer's diary of Tadpole 
Treble (the upcoming rhythm game that takes 
place entirely in waterways), and one side of our 
poster this time depicts a veritable ocean full of 
Nintendo marine life (inspired by the fact that 
nearly every character in Splatoon is some kind of 
sea creature). 

Next, "making a splash" could refer to the 
problem I’ve already addressed: the mess of ink 
those crazy Inklings have slung around everywhere 
here. We've given appropriate coverage to 
Splatoon by preparing a full review for the ground- 
breaking (and ground-painting) new game, and the 
other side of our poster has the title's official art 
ready for you to display in all its inky glory. 

And last, when you think about something 
"making a splash," you think about that thing as 


ene with such force that it can't be ignored. 
al feature will focus on that interpretation 


MP that antendo has given to Splatoon! 
wonde nyone out there has 
sink remover | could use? 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #14: 
MARCH/APRIL 2015 


LETTERS 


I'm highly optimistic about Nintendo's 
partnership with DeNA; | don't think 
they'll compromise what they're doing 
by just dabbling in the mobile space. As 
for NX, I like the rumors that it'll be a 
handheld that you can plug into your 
TV, so I'll stick with that. But who knows 
what it'll end up being! 

The three games I'm planning on 
buying next are Affordable Space 
Adventures (because my brother is 
coming for a visit and I’ve heard it's a 
great co-op experience), Splatoon (1 
love the concept all around) and Mario 
Maker. - MATTHEW H. MASON 


| think Nintendo’s foray into the mobile 
gaming sphere was inevitable, and the 
partnership with DeNA is a very smart 
move. | think of it like this: Creating 
mobile games will be Nintendo's first 
time putting its first party games ona 
non-first-party system. This will allow 
the Big N to show its games and charm 
to existing fans in a new way, of course, 
but also to a brand-new market of 
people who do not own Nintendo's 
hardware. The sheer amount of new 
people who will be playing and 
spending money on these mobile games 
gives us fans security that our favorite 
company will be around for many years 
to come! - ANDREA NIGGEBRUGGE 


Honestly, I'm fine with Nintendo rehash- 
ing their franchises every so often. 
Every new addition to a series brings 
different concepts and innovations, and 
instead of feeling old, it feels fresh and 
fun! Just look at Fire Emblem: 
Awakening! That series is old as dirt, 


Your responses to our first 
ever Player’s Poll are in! We 
asked several questions: 
What you thought of the 
Nintendo/DeNA partner- 
ship announcement, what 
you thought the Nintendo 
NX would be, whether you 
prefer "Old" or "New" 
games in general (throwing 
back to our central feature 
last time) and, finally, which 
three games you're 
planning to purchase next. 
Here's what you said! 


and the fundamentals are basically the 
same, but they spiced things up with 
character support and the choice 
between difficulty! (As a result, I’ve 
logged nearly 200 hours... the next 
Fire Emblem is going to wreck me.) 
Plus, in general, it's incredibly exciting 
to have a new game in a series you like 
announced, since you know you'll be in 
for a good time. - JENNA WESTFALL 


I'd say I’m more with the Old crowd, but 
the balance that we're seeing with the 
Big N nowadays is quite satisfying for 
me. On the Old side, there's Zelda and 
Star Fox coming up, with New offsetting 
it with Splatoon and Xenoblade 
Chronicles X (I consider X the first in the 
Xeno series that's getting a lot of atten- 
tion). 

| prefer Old because that's frankly 
what I know 1 like. A lot of the Old series 
are platformers, my favorite genre — 
Mario, Kirby, Metroid and Mega Man are 
the prime examples. 

Conversely, the New games are 
covering genres I'm not enthused by or 
am afraid to try. | have yet to give the 
demo of Code Name: S.T.E.A.M. a look, 
because other strategy games like Fire 
Emblem: Awakening and Bravely 
Default failed to enthrall me, and 
Splatoon has a style that's a bit too 
quirky for my tastes. Some may say I'm 
being unfair, and | admit they may be 
right. | think this question has made me 
learn a bit more about myself! - LEO 
ADAM 
Happy to hear that, Leo! Doing a bit 
of self-evaluation often helps us to 
better understand ourselves. 


I'm not sure about Nintendo's partnership with 
DeNA. I was glad that Nintendo has resisted the 
mobile push this long, despite what the sharehold- 
ers have expressed. The mobile gaming sphere is so 
flooded right now. I'm worried that it will have a 
negative perception on any franchise that may 
appear there. Games like Pokémon Shuffle and 
Puzzles & Dragons: Super Mario Bros. Edition may 
give some hope that this could work. Right now 
though, I’m skeptical. - SCOTT TANDO 


The three games I'll probably buy next? Well... 1) 
l'Il probably buy Mario Kart 8 soon; the new DLC is 
just too enticing, and I’ve been meaning to fill up my 
(very small) Wii U retail library of games. 2) Mario 
Maker. I’m a sucker for level editors, and since this 
game is nothing but a level editor – a Mario one no 
less – I'll definitely pick it up. 3) Hyrule Warriors. I’ve 
never played Dynasty Warriors, but I like The Legend 
of Zelda, and I’ve heard it's pretty good, so I'll likely 
check it out. - JOYFUL FIREBALL 


Regarding Nintendo going mobile, | think it’s about 
time! It’s surreal to think about, but honestly it was 
an inevitability. | sure hope it’s more than just 
"freemium" games, though - | don't want more 
Pokemon Shuffles. There are plenty of amazing 
mobile games that don’t rely on a microtransaction 
model (Super Hexagon comes to mind); Nintendo 
shouldn’t rely on only that. 

As for the NX, it’s much too early for a Wii U suc- 
cessor, and the New 3DS just came out, so | feel as 
though it will be something different from both of 
those. Maybe something more like a phone? It does 
seem suspicious that the DeNA partnership and the 
NX were announced simultaneously. - JOVIAN 
TWELVE 


In general, | like original IPs. Sequels are great, 
don’t get me wrong, but | think by building on a pre- 
viously established series, we get stuck in a box. The 


the New side of things. I’m absolutely thrilled that Nintendo is creating¢ 
some major new IPs again. I'm also more open-minded to sequels that 
drastically change things up, as long as they're executed well. I'm on@of 
those weirdos who actually liked Kid Icarus: Uprising and Star Fox: 
Command, for instance. - KYLE EMCH 

Kyle, you bring up an important point in the Old vs. New debate: For Ens 
some fans, sequels to established series that feature the same tried- на 8 
and-true designs are what they most want. For others, it's totally — 
original games with never-before-seen gameplay. But a fusion ofthe ` 
two, as you propose, is a valid wish as well - hoping to see games — 
that play in an all-new way, and yet still serve as sequels in existing = 
series. Perhaps the new Star Fox will be just like that! — 


DON'T ANGER 


THE OX 


Hey Ox! What do you think 
about all the haters who are 
complaining about Splatoon not 
having voice chat? - DANIEL “PROTOMAN” 


Гат very exited about the NX! I think it is most likely ARSENEAULT в 


а new console that will replace the Wii U. | hope that | can ias both чвар реет Fu t 
this time around they make it powerful enough to . Ont e one and wno oesn IKE tocna 
with their friends when playing a game 


compete with Sony and Microsoft, and don't focus h Miner Andi á vem гас 
on gimmicks. - CADEN MARTZ together online? And it would certainly be | 


easier for some people than trying to run 
Old or New? Every year, І have one big hope for a Skype at the same time. 
On the other hand, from what I’ve played 


reveal at Nintendo's E3 announcements: a new far.’ t that ication 
Metroid game. It is my favorite series. Other M's 50 Stm no "sure a communication 13 аз 
vital to organizing strategy here as it is in 


unveiling was the most epic reveal, and | went on to h ki h : z 
enjoy the title for its gameplay and cinematics. some games where taking out the enemy is 


Nothing could make me more excited as a Nintendo the goale Things Seem pretty well constructen — 


fan than a new Metroid game for 3DS or Wii U, so I around "see something that’s not your color 
vote for Old! - SCOTT CAMPBELL and make it your color," and while chat might 
Is this the first positive opinion of Other M that's help, it peti seem as strategically signifi- 
ever been submitted to the NF Inbox? Somebody cant to me here. 
check the record book, please! 


box may be relatively large, but eventually you can’t 
go any further without it feeling as though it’s not 
staying true to the game’s world and the characters 
within it. Pretty soon the sequels are just repeating 
the same old formula. New IPs shake things up and 
give us new perspectives, worlds and characters to 
play as. | think we need more of that. - NATALIE 
KIPPER 


Well, the DeNA partnership might be good on all 
fronts. Nintendo already said that the mobile side 
won't be getting any ports, but will get its own 
unique content. Perhaps with DeNA dealing with the bh wm 
back end and having that unified account system, we : 
could see apps and minigames that actually unlock 
stuff on the console side of things, and vice versa. 
(Like if there were something like a mobile 
minigame for getting coins or trophies that would 
translate to getting them in a game like Smash Bros. 
on the console side.) - GABRIEL KRAJCIEWICZ 
Ah, the idea of interconnecting the mobile and 
console experiences is an interesting one. Now 
you've got us wondering about that! 
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PLAYER'S POLL RESULTS! 


Nintendo Power's classic contests are back! We reintro- 
duced them last time, and the letters printed in this 
Inbox section all came from Poll responses you all sent 
in. Thank you! And special congratulations to Zachary 
Czarnecki, as he was selected by the power of random 
number generation to be the prize winner for Issue #14! 
(Zach, you've won the new Nintendo video game of your 
choice, on our dime! We'll be in touch to get your pick!) 
Would everyone else like another chance to win? Well, 
we're holding these polls in every issue now, and all you 
have to do is answer these three new questions: 


QUESTION #1 QUESTION 22 


Share your Splatoon Later in this issue, we present 
gameplay impressions with our picks for the Smash Bros. 

us! (If you're playing it.) And if Fighter Ballot. But which 
you aren't, why not? character are you voting for? 


THE PLAYER'S POLL 


ІРТаУеТЕТЕ 011] 


ISSUE #14, PAGE 83 


QUESTION #3 


Finally, another E3 is upon us! 

After Nintendo's Digital Event 

airs, tell us which new game 
has you hyped the most! 


Send your answers to playerspoll@nfmagazine.com with the subject line 
"Player's Poll for Issue #15". And good luck to you all! 


I think Nintendo's DeNA partnership has 
the potential to allow the former Club 
Nintendo program to evolve into a more 
comprehensive cross-media next gen- 
eration rewards program. As far as the 
NX goes, we can probably expect a new 
controller input that we will think is 
crazy at first, but turns out to be a lot of 
fun. - AARON BLUBAUGH 


| won't really think anything of the 
DeNA partnership until | know what the 
replacement for Club Nintendo is, or 
they announce Ice Climber 2 as part of 
it. | really want Ice Climber 2 now. As for 
the NX: That's a Wii 3, no question. 

| like to see old characters and 
worlds reworked to fit new gameplay 
styles. It's part of the reason I love the 


While | always find it exciting when 
Nintendo takes steps in a new direction 
with original titles, I’m not always on 
board with some of those directions 
they take. That being said, | think I’m 
more firmly rooted in the "Old" camp. 
Usually, | get much more excited about 
the potential new Zelda or Metroid 
games than | do about the new IPs, or 
even reboots of older series that 
h 
S 


aven't had a new game in awhile. I’m 
ill waiting on that new F-Zero game! 
Despite being more in the Old camp, 
I’m very much interested in the recently 
released BOXBOY!, and I'm also 
planning on getting Splatoon on Day 1. 
As for a third game? I'm hoping it'll be 
Yoshi's Woolly World! That game 
appeals to me in just about every way, 
and I’ve always enjoyed Yoshi games. 
- DANIEL McINTYRE 


Kid Icarus series now, and why I'm one 
of three people in existence who 
actually likes everything about Star Fox 
Adventures besides Krystal. (She's a 
trope that's been done better else- 
where.) Same goes for Ice Climber 2. 
GIMME ICE CLIMBER 2! It could be a 
co-op version like the back half of 
Uncharted 2. Or Nintendo could just 
take the easy route with DeNA and 
make Doodle Jump: Starring Popo and 
Nana. - ZACHARY CZARNECKI 
Zachary, you’re a man after my own 
heart! Any support for an Ice Climber 
sequel will be met with my immedi- 
ate agreement. Let’s go, Nana and 
Popo! 


COMIC BREAK 
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Dil КОВОТА в BANK 


WALLETS BEWARE: THE YO-KAI ARE COMING! 


At long last, Level-5's Yo-kai Watch is heading West. 


MORE POPULAR THAN Pokémon. 
More fans than Frozen. More toys sold 
than amiibo! Yes, for as big as all 
those different game, animation and 
toy crazes of the past two decades 
have been here in the United States, 
none of them can come close to chal- 
lenging the sheer immensity of impact 
of the current biggest cultural force in 
Japan: Yo-kai Watch. 

And now, that force is heading 
straight for us! 

Yo-kai Watch is being localized for 
release in North America and Europe, 
with Nintendo taking on publishing 
duties for the series' video games, 
Hasbro stepping up to take the lead 
with toys, Viz Media grabbing the reins 
for the printed graphic novels and the 
animated series being helmed by... 
well, the company taking command of 
translating the cartoon hasn’t been 
revealed yet. But you can bet it’s 
coming too, because Level-5 isn’t 
going to let any piece of this puzzle be 
missed in this move. 
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If you're unfamiliar with Yo-kai 
Watch, that's understandable – while 
it's been earning literally billions of 
dollars through toy, merchandise and 
video game sales in Japan, Level-5 has 
been patient about not letting it reach 
out into the rest of the world until they 
were ready to do the full roll-out right. 
Now, a cross-media avalanche is 
approaching! 

The story of Yo-kai Watch begins 
with a boy hunting bugs. Nathan 
Adams is his name, and he's simply 
strolling through a forest one day, 
looking for beetles or butterflies or 
bumblebees, when, instead of any 
insects, he comes across an old, 
rusted capsule toy machine. Curious, 
he decides to drop in a coin – but 
rather than a little plastic bauble, out 
pops a ghost! 

Don't worry - he's a friendly ghost. 
He introduces himself as "Whisper," 
and he gives young Nathan the gift of 
the titular "Yo-kai Watch," a special 
wearable device that gives Nathan the 


power to see and speak with all of the 
otherwise silent and invisible spirits 
who live all over the world. And so 
begins Nathan's adventure, as he and 
Whisper set off on a journey to find 
and befriend as many Yo-kai as they 
can. 

There are lots of similarites 
between Yo-kai Watch and Pokémon - 
in that you're a young kid on a quest 
to collect lots of strange creatures — 
but Yo-kai Watch's emphasis is less on 
battling and capturing new allies for 
your team and more on finding new 
Yo-kai and talking with them, helping 
them solve problems and ultimately 
convincing them to go along on your 
adventure with you as a friend (not 
attacked and forced into a Poké Ball). 
Level-5 knows how to infuse heart into 
their titles, and Yo-kai Watch will be 
the latest proof of that strength! 

Though we'll still have to wait a 
while before seeing it firsthand – the 
first game isn't due until 2016. Extra 
time to prepare for the onslaught! 


It'll be interesting to see 
just how big Yo-kai Watch 
gets outside Japan, as the 
games are very Japanese 
in flavor. Many of the 
Yo-kai characters are 
based on mythical beasts 
that are commonly known 
to Japanese kids, too — but 
here in the States and 
elsewhere around the 
world, that connection will 
be lost. Will it matter? 
Well find out in 2016! 
- LUCAS 


атоо: 
THE STATE OF AFFAIRS AT SIX MONTHS ‘атро 


Instant sell-outs, server glitches апа... an apology from Nintendo? 


LET'S FACE IT: The state of amiibo is 
dire. Many are already likening the 
last six months to the rise and fall of 
Beanie Babies — which is bad for the 
Big N - and it's hard to see the situa- 
tion improving any time soon. 

The story is obviously nothing new, 


especially from a Nintendo standpoint: 


Nintendo's known for creating wildly 
desirable products and then releasing 
them at a trickle in limited quantities. 
This strategy has been criticized and 
backfired on the company before, 
most notoriously with the Wii. That 
was a console, not a toy line, so we 
can only draw so many similarities 
between the two - but Nintendo 
actually has a longer history with toys. 

It’s no secret that I collect Nintendo 
merchandise. It's also no secret that 
there's a boatload of Nintendo mer- 
chandise to collect, some made by 
them when they dabbled in toys 
before shifting their focus to making 
video games. While most Nintendo 
merchandise remains trapped inside 
Japan, Nintendo has - via second and 
third parties – released many of their 
characters into the entire world in 
figure form before. So the question is, 
why did Nintendo underestimate the 
demand of amiibo so grossly? 

| believe they were thinking of 
amiibo as only game-related, and not 
as a standalone collectible – and they 
were only thinking in terms of 
Japanese popularity. They had little to 
no data about how popular each char- 
acter was outside of Japan, as they've 
never tried anything like this before. 
Supply has been more suited to 
demand in Europe and Japan, even 
with importers from North America 
stealing stock. 


Nintendo may have also been a 
little hesitant to release in an already 
potentially saturated market with 
Skylanders and Disney Infinity, and 
thus limited the amount. 

None of that matters now, though – 
amiibo is a force, and with each new 
wave that's released, Nintendo seems 
to be digging a deeper hole. A hole 
that has largely been unaddressed by 
their PR team, too, which has drawn 
more ire than fandom through simple 
tweets meant to stir discussion. 
Nintendo needs to rethink how they're 
approaching amiibo, and realize how 
their fans are seeing them. 

To me - and to many - amiibo were 
collectibles first, and the fact that they 
had in-game compatibility was a con- 
donable bonus. Several of the charac- 
ters already released also saw their 
worldwide figure debut in the Smash 
Bros. amiibo line. When high demand, 
limited quantities and exclusivity meet 
unavailability and low stock, collectors 
go ape and prices skyrocket. People 
demand answers, and there have been 
very few. 

Most recently, the Smash amiibo 
line's Wave Four release was a debacle 
- with GameStop-exclusive Ness 
crashing that retail chain's servers all 
across the country as gamers waited 
in line in stores for an hour or more, 
and then didn't necessarily get to 
place an order even after enduring the 
wait. Greninja? A Toys A Us exclusive 
that came and went at 3 a.m., leaving 
amiibo hunters to wake up to another 
frustrating loss the next morning. 


In a recent press release, Nintendo 
finally admitted that the amiibo 
product line has exceeded expecta- 
tions, acknowledged the frustration 
surrounding it and even apologized for 
it. They also stated that they've 
ramped up production, but the 
question remains on whether that will 
quell demand, which not even 
Nintendo can guarantee. The scariest 
part of it all was perhaps the belief 
that Nintendo was not interested in 
re-releasing figures. Consumers got so 
many mixed messages - from internal 
employees, to retail representatives, 
to computer listings. Nobody knew 
who to believe! Nintendo has now offi- 
Cially stated that re-releasing is defi- 
nitely on the table for all figures, but it 
may now take years to get that figure 
you missed out on, as they haven't 
announced specific plans. 

To add to the problems, we've now 
seen a re-release of Villager in Japan 
with a slightly altered design — kicking 
off even more fervor for the "original" 
Villager. Marth's re-release has also 
been sporadic and unpredictable. 

With even more amiibo on the 
way – and the product line 
expanding to include cards 
- it isn’t clear whether 
Nintendo can fix these 
issues. How could they, 
at this point? The 
amiibo craze has just 
been too crazy 
to contain. 


Situations like this 
take the fun out of 
collecting, and alienate 
an entire crowd of fans 
who cant afford to sit 
by their computer all 
day and night waiting 
and watching, on the 
off-chance that a pre- 
order may appear. 
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COLLECIOR’S CORNER 
AN ALL-NEW X 


Kickstarted by TruForce Collectibles. 


MEGA MAN X has an all-new look, and thanks to the success 
of a recent Kickstarter campaign, this new Maverick Hunter will 
be manufactured and sent to TruForce Collectibles supporters 
soon. They projected a Summer 2015 release, and non-backers 
can now pre-order him through various toy shops for $80. 
Backers had access to a "test armor" version that will hopefully 
ship alongside the regular version. TruForce intends to continue 
with the X series, and we can't wait to see who's next! 


та кип ип ип ип ип ип ип ип ип из 
= — = 


SNUGGLE KNIGHT 


The world's cuddliest shoveller. 


HERE AT THE Force, we're huge fans of Yacht Club Games' 
Shovel Knight. So, is it any surprise that we just have to talk 
about the plush that We Love Fine has made to commemorate 
the success of the title? Of course not! And it's one of the 
coolest video game-related plushes we've ever seen. 

This 10-inch tall plush comes equipped with magnets. Why? 
So Shovel Knight can hold his namesake, of course! His shovel [E LIE LL ft lll 0| 


FOUR MORE FROM FIRST 4 


brandish it with both to look really cool. With this sort of quality 
New Sega and Capcom icons are being immortalized. 


and attention to detail, it’s 
remarkable that We Love Fine 
is only asking $28. (Even less 
with a quick coupon code 
web search!) The initial 


stock has sold out, but THE DESIGNERS AT First 4 Figures have been busy! Zelda is just now shipping, Mega Man and 
another batch is slated for Sword Kirby are on the way soon and now several new statues have cropped up to make you worry 
June, and pre-orders are up further about your finances. Proto Man - while known from the announcement of the Mega Man 
now. If you visit the Yacht d ] è \ statue series — has finally been painted, shown off and opened for pre-orders. His shield has shots 
Club Games website, bouncing off of it, which, admittedly, look a little odd. Despite this, the statue looks great, with his 
there's also a bevy of A «0g N trademark smirk and sunglasses making it near-impossible to overlook. The regular edition has 
shirts, some other b | 1,000 units available at $210, while the exclusive version that features LED lighting in the Proto 
merch and even a Blaster and helmet is limited to 550 pieces at $240. He should arrive in late 2015. 

figure in the works! \ Sega actually has two statues on the pre-order block. The first is the Sonic and Tails Diorama 


With the fast success m 593 Js. called "Tornado." It features the Blue Blur atop Tails' signature plane from the classic series. Only 
of this most cuddly Blue w 1,000 pieces of the $300 statue will exist. The exclusive version has lighting in the boosters for an 


Burrower, though, could 


extra $30, and it's limited to 425 pieces. This one will also hit in late 2015. The other character is 
we see more characters : NiGHTS, who is featured next to the moon. In its exclusive edition, the moon will glow — and it only 
from his game plush-ified? 1 5 costs $25 more than the $210 regular version. It's scheduled to arrive in Q3 2015. 
One plush Plague Knight, please! А Ж. Я The final statue comes from the Capcom line: Viewtiful Joe in a very dynamic pose. The regular 
| edition will be $190, while the exclusive will have lights in his eyes and helmet and cost $210. Only 
850 of the regular and 450 of the exclusive will be made, arriving in Q4 2015. 

First 4 Figures’ statues are a significant investment, but they'll only increase in value! 
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Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


THE LANKIEST LINK 


Standing tall at an unheard-of 20 inches. 


JAKKS PACIFIC HAS been exciting fans of Nintendo ever since they announced their World of Nintendo O 
line last year – with so many sizes and characters to choose from, everyone wonders just what they'll do 
next! We've already seen a 20-inch Mario, and the next in this line just happens to be Link. We've seen 
big Link figures before, but the price points were quite daunting (I'm looking at you, Medicom), and 

they weren't quite as large as this. If Mario's any indication, the 20-inch Link should be around $30 to 
obtain, but several pre-order shops have pegged him around $45. This could be because of his more 
complicated sculpt and accessories, which include the Hylian Shield, Master Sword and sheath. While E 
Link will only have seven points of articulation, his main feature is his height, not his ability to swing the sword | 
or pose. Link's looks are from Skyward Sword, which is his most known and recognizable iteration these days. 
The figure is slated for release in the third quarter of this year. 


THE CHAMPION OF SINNOH 
Cynthia and Garchomp join the Nendoroid line. 


POKÉMON'S GENERATION IV Champion Cynthia and her main monster 
Garchomp are getting a Nendoroid incarnation from Good Smile. The figure 
will release on July 25 in Japan, but pre-orders have already closed - and 
sadly, import shops have been unable to offer her, seeing as how she's only 
sold at the Pokémon Center in Japan or on Amazon.co.jp, and quantities have 
been limited. Before shipping, the figure will cost around $45, but Pokevault is 
asking $100 due to the above reasons. Cynthia looks great as a Nendoroid, 
with her curt little smile and optional Poké Ball. She'll also have another 
expression, five arms and three legs to swap out for posing. 


GAME & WATCH (& Books?) 


Nintendo’s classic 2D games inspire shelf organization. 


COLUMBUS CIRCLE CREATED quite a stir in April by announcing these new 
Nintendo Game & Watch bookshelf organizers. They come in two styles, both fea- 
turing the iconic Mr. Game & Watch. The first, Octopus, features our hero caught 
up in the tentacles of the titular beast; the second, Parachute, has him floating 
happily to safety, avoiding a shark. Both are selling in limited quantities in Japan 
for around $25. The buzz about these has been all over, and as this issue gets into 
your hands, they should already be released in Japan. They'll most likely sell out 
quickly, so try not to spend too much shopping with a scalper if you want them! 


-a anvo 
жетт a ЕШР] 
-VAEVAE A ЕШР] 


TNH ODD 


TERANE YUV YY m алуы 


Qumn—4v«un 
NUIRCUM . 
ENANSAT B 


Xe INERAT: 
Vv cune 


T 


= 
ey qe 


ж ov2-oxvm ll) awvo ac 


MAY/JUNE 2015 11 


ZELDA Wii U DELAYED 


Now aiming for release sometime in 2016. 


SOME SAD NEWS from The Legend of Zelda producer Eiji 
Aonuma: His team is "no longer making a 2015 release our 
number one priority." That doesn't necessarily mean that the new, 
highly anticipated Wii U Zelda sequel won't be out by the end of 
the year, but... well, it doesn't seem likely. 

The reason - given in a video statement posted across 
Nintendo's social media — is that over the last three months, expe- 
riencing a level of freedom that "hasn't existed in any Zelda game 
to date" has led the group to discover "several new possibilities" 
for the game. In trying to turn those possibilities into certainties, 
even more new ideas have continued to spring forth. "It now feels 
like we have the potential to create something that exceeds even 
my own expectations," said Aonuma, seemingly implying that the 
game we're going to end up with could be considerably different 
from what it was going to Бе... even though we know precious 
little of what that was in the first place. 

"As | have watched our development progress, | have come to 
think that rather than work with meeting a specific schedule as 
our main objective, and releasing a game that reflects only what 
we can create within that scheduled time, | feel strongly that our 
focus should be to bring all these ideas to life in a way that will 
make The Legend of Zelda on Wii U the best game it can possibly 
be." 

So rather than trying to complete the game by a certain 
deadline, "our priority is to make it the most complete and 
ultimate Zelda game" and hopefully make it "a game that will 
reward you for your patience." Well, it's hard to fault them for 
that, especially with so many games that are rushed to market 
before they're truly finished these days. 


NOOOOOOOOOO! 


... Wait a minute, maybe Nintendo will 
reveal something else cool to occu 


the Holiday 2015 slot? - DAVID 


Yeah! 


Nintendo Land is real! 


lm packing my bags! 


12 ISSUE #15: MAKING A SPLASH! 


A REAL NiNTENDO LAND! 


Nintendo and Universal have announced a partnership 
to create an honest-to-goodness Nintendo theme park! 


SOMEONE AT NINTENDO must really love the 1989 film The Wizard. Not only has 
Nintendo announced that they're bringing back the Nintendo World Championships that 
were based on the tournament climax of the film, but they've also revealed during a 
recent financial results briefing that they intend to team up with the very same theme 
park featured in the film, Universal Studios, for something even more ambitious. 

As a matter of "maximizing the value" of their intellectual property, Nintendo 
President Satoru Iwata explained that they've reached a basic agreement with the orga- 
nization behind the Universal Studios theme parks, Universal Parks & Resorts, about the 
deployment of new attractions which would use Nintendo's IP. "Based on this agree- 
ment," Iwata stated, "the two companies will jointly create attractive experiences by 
using the characters and the worlds of Nintendo games that people cannot enjoy 
anywhere else." 

Details, such as which IP will be used, how it will be implemented, the scale of the 
attractions, which park will do the honors, and, of course, the time they hope to have it 
ready will all be announced a later date. The announcement, Iwata notes, is simply to 
confirm that "this sort of endeavor to actively use Nintendo IP has been progressing." 

Just think: Someday soon we might see a real-life equivalent of Nintendo Land! But 
what's extra fascinating about this is how it brings the company's video game history full 
circle, as it was Universal who once sued Nintendo on the basis of Donkey Kong infring- 
ing on King Kong. Had Nintendo not stood their ground, we might not even be writing 
this magazine here today! Times really do change. 


While I’ve never forgiven the replacement of Back to 
the Future: The Ride with The Simpsons, | can hope 
that the resulting Springfield area of the park gives us 
a clue for what we can expect for Nintendo. Honey 
Shroom stands, anyone? - DAVID 


Unyeah... 
No new Zelda for Wii U 


=== this year after all. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


VERY SHORTLY AFTER we send this issue out the door, our ink- 
tastic cover game will be splashing onto store shelves all around 
the world. Splatoon goes on sale on May 28 in Japan, May 29 in 
North America and Europe and May 30 in Australia. It’s the latest 
truly worldwide release Nintendo's presented! You'll find Splatoon 
splattered all throughout this issue, culminating in our full review 
of the game on Pages 68 and 69. 


YESHIS. 


Wes lly Vier! 


EARLIER THIS YEAR, we discussed what a discrepancy 
there was between the release dates for Kirby and the 
Rainbow Curse in North America and Europe - and now, 
the situation's reversed. Europe's getting Yoshi's latest 
adventure on June 26, but there's still no date 
announced for fans in Canada and the United States! 


IN FACT, THE entire Summer season currently looks to be 
devoid of any major first-party releases in North America. We'll 
have to get by with output from third-party publishers, like LEGO 
Jurassic World - it's arriving on Wii U as the film it's based on hits 
theaters on June 12. Read more about it on Page 42! 


MARIO 
MAKER 


ONE OF THE games that could potentially arrive in the Summer 
season is the epic new Wii U sequel to Xenoblade Chronicles, as 
it's already been released in Japan and we know NOA's Treehouse 
team has been busy localizing it. As it's such a massive adventure, 
though, the time needed for translation might push it further 
back in the year. Will this end up being a holiday season release, 
or could we be surprised by it showing up sooner? 


IT'S LIKELY THAT some of the first-party gap in June, 
July and August will be filled by the Big N with annouce- 
ments to be made at this year's E3. But if not, the next 
Nintendo-published product we'll have to look forward to 
will be Mario Maker, which is currently planned to debut 
in September. Read a new preview for it on Page 44. 


ONE OF THE last sure things on the schedule as we 
await the clarity of E3's avalanche of announcements is 
that Rodea the Sky Soldier will be arriving on both 3DS 
and Wii U in September. We've covered this one in past 
issues, and we expect we'll be able to offer a new 
preview next time, in the wake of seeing it at the Expo! 


THE SKY SOLDIER 


— BFP °F *RBIILOR— — 


June, July and August are looking sleepy at the moment... . but | 
don't expect they'll stay that way. Nintendo has a way of slapping 
fans awake with surprising, unexpected announcements at E3, 
and we usually end up getting a major release in August. Last year 


was Professor Layton vs. Phoenix Wright. The year before, L 2 
Pikmin 3. What will it be this time? - LUCAS += 


dy 


& DLC! 


Upcoming add-on content. 


for 
NINTENDO for 
SDS / мт 
AS MANY SUSPECTED, Mewtwo will not be the only 
new fighter to be added to the latest Super Smash 
Bros. sequels as DLC - Lucas has also been confirmed! 
He'll be bringing his PSI powers back to the battlefield 
in June, and Nintendo's opened up a ballot to take in 
fans' votes for further fighters as well! (We offer up 
our opinions on who you should vote for starting on 
Page 50, and the Mewtwo DLC gets the review treat- 
ment on Page 23.) Also rumored to be Smashing soon? 
Roy, returning from Super Smash Bros. Melee, as well 
as Ryu, from Capcom's Street Fighter series! Data- 
digging fans are to thank for that news (if it's true!). 


OUR REVIEW OF Mario Kart 8's second 
DLC pack can be found on Page 22, as we 
put Isabelle, the Villager and Dry Bowser 
to the test on its eight new tracks. But is 
that the last DLC for the latest Kart? 
Nintendo President Satoru Iwata recently 
hinted that it isn't, as he's made some 
statements that seem to suggest more 
will be coming in the future. Will we 
finally get a revamped Battle Mode? 
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0 DEVELOPERS DIARY 


ASK ANY OF my unfortunate 
elementary school teachers - | was a 
Nintendo kid. Innumerable homework 
assignments were turned in adorned 
by my best drawings of Mario, Link 
and Kirby (with the occasional Ninja 
Turtle thrown in for good measure). 
My room, festooned with wall decals 
of Goombas and Super Mushrooms, 
evolved into a veritable shrine to that 
glorious grey box known as the NES. 
Like most American kids of that era, I 
had an improbable dream: to make 
video games! 

My name is Matthew Taranto, and 
while the drawings of Kirby never 
stopped, I'm happy to report that my 
lifelong dream has finally come true: 
My first game, Tadpole Treble, will be 
launching on the Wii U and Steam this 
Summer! Several years ago, my 
brother Michael and I formed the 
company BitFinity and began working 
on this title as a side project. Our 
Kickstarter was a success (partly 
thanks to you readers!) in December 
2013, and it was followed by over a 
year of hard work and refinements: 
giving the graphics more flair, adding 
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specific sounds and visual cues to 
clarify player actions, tweaking and 
retweaking and re-retweaking the 
controls and generally just making it 
polished and fun enough to be some- 
thing we're proud of. 

So here it is! Tadpole Treble is a 
music-driven action game with an 
emphasis on high scores. The controls 
are quite straightforward: As Baton 
automatically swims forward through 
a variety of levels, you're tasked to 
move her up and down the musical 
staff to avoid the incoming notes of 
the song. Crashing into the notes deals 
damage to her, while steering her into 
bonus objects like Food and Bubbles 
gives her more life and cash, respec- 
tively. Additionally, Baton can swing 
her tail forward. While she's too small 
to really deal much damage to foes 
with this move, it does allow her to 
activate all sorts of objects in the 
water, such as Bamboo and Cymbals 
(both of which net you bonus points). 
If she avoids enough consecutive 
notes, Baton's "Treble Charge" meter 
slowly fills up. Once the meter is full, 
you can hold down the tail smack 


DOWNLOAD 


button to unleash "Treble Mode," 
allowing Baton to briefly smash 
through notes unharmed while it's 
active. 

One of our primary goals with 
Tadpole Treble was giving players 
multiple objectives per level. Begin- 
ners will have their hands full just sur- 
viving to the end of the songs, but 
more advanced gamers will want to 
shoot for the best ranks possible. An 
S-Rank unlocks goodies for you and 
will surely be a badge of honor in 
Tadpole Treble's online leaderboards. 

In addition, there are 100 Bubbles 
to collect in each stage, the ultra-rare 
Challenge Flies (one per stage) that 
are acquired by fulfilling specific con- 
ditions . . . and even a special rank for 
impressively low scores! Keep in mind 
that everything unlocks something as 
well — so you're sure to be handsomely 
rewarded for your skills! 

We've periodically updated the 
Kickstarter page with large unveilings, 
and the official Facebook page for the 
game is full of tadpole tidbits. In this 
article, however, we're going into full- 
on preview mode, showcasing the first 


OF “TADPOLE OLE TREBLE 


five stages of the game in detail. Not 
only are the following pages crammed 
full of never-before-seen information, 
but there’s plenty of brand-new art 
and bios to get to know some of the 
colorful side characters as well. 

And keep your eye out for our 
coverage of Composition Mode! The 
game will allow you to create your 
own masterpieces via an intuitive 
note-placing system, then play 
through them as full stages! Addition- 
ally, all levels will be shareable online 
through QR Codes, opening up a 
whole world of custom songs! 

The game is currently in its polish- 
ing phase, meaning that we're going 
through and ironing out anything that 
doesn't look perfect. This is also the 
point of development where pesky 
bugs can show up, and it's up to the 
team to exterminate the lot of 'em. 
While we'll need a few more weeks to 
get everything ready for a simultane- 
ous Wii U/PC/Mac launch, Tadpole 
Treble should be making a refreshing 
splash during the fun summer 
months. So until then, enjoy this brief 
tour of Opus Island! 
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POND FACTS 


The first song many tadpoles hear 
is their home's trademark anthem: 
a laid-back shuffle. Most of the 
island's waters are swimming with 
predators, but Tadpole Pond is a 
relatively safe place to raise 
young. Unfortunately, some 
denizens of Pelican Cape to the 
west recently discovered that the 
area was teeming with food, so it's 
become more difficult for tadpoles 
to survive. 


LET ME BE 
F-RANK... 


Already skilled at getting high 
scores? Try the opposite challenge! 
Since your score is only recorded 
upon completion of a level, and it's 
always increasing when you pass 
Notes consecutively, you'll have a 
rather unique challenge if you're 
shooting for the ever-elusive 
F-Rank: You have to take damage 
strategically to keep your score 
from getting too high, while not 
dying in the process! Health 
becomes super valuable, then, 
because it's a way to keep taking 
damage and slow your score 
increase. Naturally, there's a 
reward for earning F-Ranks! 


MEET WALT 


This hungry fellow is one of sheer 
contentment. For him, hanging out 
in the pipes, chomping on food and 

jamming to the music in three- 
quarter time is pretty much a little 
(rust-covered) slice of heaven. 
Walt is definitely the most laid- 
back of the game's major foes. He's 
really just doing his own thing, 
eating the hunks of somethin' that 
float through and paying practi- 
cally no attention to Baton. That 
carelessness is still dangerous to 
you, though, so stay away! 


BITON 


The most noticeable thing about 
the Lagoon is its bizarre effects on 
its inhabitants. Baton herself goes 
through a striking transformation 
when visiting this stage, appearing 
blocky and strange. AII of her ani- 
mations had to be recreated from 

scratch to get this old-school 
effect, but the results really make 

Chiptune Lagoon stand out. (And 

hey, wouldn't it be fun to take 
"Biton" for a spin through the 
whole game?) 
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MEET 
SONATA 


Take one part Frank Sinatra and 
one part Pepé Le Pew and the 
result might be this debonair 

tadpole. Sonata may have been 

born yesterday, but that won't stop 
him from using his charm to 
attempt to woo Baton via a lovely 
serenade. Though rather forward, 
he's ultimately a nice fellow to 
have on your side (even if he gets a 
bit too close to that side). 
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COMING SOON! 


That about wraps up our preview of Tadpole Treble. I'd like to thank NF 
Magazine and Lucas for letting me tell you guys about our very first game in 
this extensive preview. At BitFinity, we've been putting a lot of effort into 
making this title into something we're proud of, and | hope it shows. 

It's been a long journey for us and for Baton, but Tadpole Treble will be 
going through its final formalities over the next couple of months, so it'll be 
ready to play by the Summer! The game will launch simultaneously on the Wii 
U's eShop, on Steam and on our website as a downloadable for PC. At under 
$10, we think it's got quite a bit of value between the Adventure Mode, 
Composition Mode, Leaderboard competitions and all the unlockables tucked 
away. (And be sure to keep an ear out for in-game developer commentaries!) 

If you'd like to keep track of the game, our official site is bitfinitygames.com 
(where you can see the trailer, listen to some of the songs, and pre-order the 
game), and we also keep our Facebook and Kickstarter pages updated with 
new bits of info. And after it comes out, who knows? Maybe in a few years, my 
son will be driving his own teachers crazy with drawings of Baton! 

- MATTHEW 
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THE STRATEGIC SCAVENGERS 


Captain Piper and her DE tag team of robots show no Шш ео 
it comes to ‘ 'acquiring t An " TT 


IS STEAMWORLD HEIST on your 
radar yet? If you don't follow indie 
games, you may have never even 
heard its name before – but if you do 
follow the indie scene, there's no 
doubt that you're already familiar with 
SteamWorld Heist. For all those unfa- 
miliar, this is your chance to get on the 
hype train for what's sure to be one of 
2015's best releases on Wii U and 3DS! 

SteamWorld Heist comes from 
Image & Form, the same team that 
created the sleeper hit SteamWorld 
Dig (also available on Wii U and 3DS). 
While there wasn't much promotion 
for SteamWorld Dig, word of mouth 
started spreading on how fantastic the 
experience was after its 3DS debut in 
late 2013. That groundswell of fan 
appreciation made for a big eShop 
success, and certainly paved the way 
for this spin-off/sequel, SteamWorld 
Heist. 

If you're a fan of the turn- 
based genre, you're 
certainly going to find 
alot to love in Heist. 
While SteamWorld Dig 
was more of a Metroid- 
vania experience, Heist 
spins things off in a differ- 
ent gameplay direction. 
Instead of digging deep down 
into the earth to find gems 
and ancient secrets, you'll be 
hopping aboard a spaceship 
to take on the role of an 
intergalactic robot pirate. 
Sounds like a dream come 
true, doesn't it? Who doesn't 
want to fly the high skies and go 
about the universe plundering any 
ships you come across? It's your job 
to pick up the best team of robot 


crewmen you can in order to strike 
fear in all those who sail about the 
galaxy. Time to show them what you're 
made of! 

Of course, your robot crew will live 
or die depending on how you tackle 
the turn-based affairs ahead. It's kill 
or be killed in the vast void of outer 
space, and you'll have to find other 
ships that have goodies ripe for the 
taking. The only way you'll survive is 
by hunting out ships stocked with 
materials that'll aid you in keeping 
your crew in tip-top shape and attack- 
ing them to steal those items — all 
while upgrading your ship and earning 
new abilities. You surely can't make a 
name for yourself among the space 
pirates if you don't have a ship to be 
proud of and a crew that strikes fear 
in the well-oiled hearts of your foes! 
Missions will have to be carefully 
planned out and expertly executed, 
but there's sure to be some fuel and 
gears lost along the way. 


e things they need in $ 


Thankfully your entire team is lead 
by Captain Piper Faraday, a space 
pirate with a heart of gold. (Perhaps 
literally; she is entirely metallic.) 
Though Heist begins with the Captain 
almost entirely crewless, she wasn't 
always a loner in the drifts of space — 
she used to be a Space Force cargo 
ship captain for the Royalists. A job to 
be proud of, right? Bringing cargo 
back and forth to those in need? 

unfortunately, Faraday comes to 
find out that the cargo she's been 
carting around isn't exactly the helpful 
kind. When she learns that an 
upcoming shipment contains explo- 
sives instead of supplies, she begins to 
feel uneasy. Things get worse when 
she's given the order to drop these 
explosives on an unsuspecting village 
that somehow got caught up in politi- 
cal battles. This order is enough for 
Faraday to defect from the Royalists 
and take up her own ship, all in the 
name of a fair fight and helping those 
in need. 

And she won't be alone for long - 

she'll be able to recruit some fan- 
tastic companions along the 
way to help her fight the good 

fight. (It also helps that these 


guys and gals don't mind fighting dirty 
to help the cause. ) 

Early recruits include the likes of 
Gabriel "Sea Brass" Stubb, a robot 
who started out life as a fisherman. 
Most of his life was spent manning the 
oceans to find the next big, fishy haul. 
Sadly, his hunt for the next big catch 
ended up costing him his son's life 
along the way. This sent Sea Brass into 
a spiral of anger, remorse and revenge 
– and this also causes him to join up 
with Faraday, as he sets sail with the 
hopes of hunting down the whale that 
took his son's life. 

Sea Brass' past will certainly make 
it interesting to see how he deals with 
another potential crew member, Billy 
Gill. As you might have noticed, Gill is 
arather fishy robot himself. He's quite 
the weapons specialist, and he loves 
to show off his skills with shotguns, 
Uzis and more. He's also quite the 
hulking team member, making him 
quite formidable and also a challenge 
for pirates out to take him down. 
Perhaps we'll get to find out Gill's 
origins along the adventure, because 
it's clear he's hiding something. 

And those are just a few of Piper's 
pirates! Robots... pirates... space- 
ships ...gunfights . . . plundering 
booty... intergalactic adventure. 
What more could you want from a 
game? SteamWorld Heist is set to 
steal your heart (and free time) later 
this year! - KEVIN C. 


THE New Dynamic Duo 


They're not Banjo-Kazooie, but they're made by the same creative ~“ 


designers who birthed the bear and bird. Say hello to Yooka-Laylee! 


IT SEEMS THAT Kickstarter is the 
place to go for frustrated developers 
whose properties are locked away by 
careless corporations. Several devel- 
opers have gone the route of making a 
"sequel in all but name," and backers 
have responded with millions of 
dollars pouring in for their support. 
The latest in this trend manifests with 
Yooka-Laylee, the brainchild of several 
of the original Rare artists behind the 
Banjo-Kazooie and Donkey Kong 
Country games. 

Playtonic Games is what the team 
is calling themselves, and they're com- 
prised of many famous names in the 
industry: Steve Mayles, the character 
designer behind Banjo and Kazooie; 
Chris Sutherland, Lead Programmer 
and voice of Banjo; Gavin Price, the 
designer behind Viva Piñata and 
Banjo-Kazooie: Nuts & Bolts; Jens 
Restemeier, programmer for Perfect 
Dark Zero; Steven Hurst, Environment- 
al Artist for Banjo-Kazooie and Donkey 
Kong Country; Mark Stevenson, Lead 
Artist for Donkey Kong 64; and writer 
Andy Robinson. 

Worried about the soundtrack? You 
can't be with Grant Kirkhope, David 
Wise and Steve Burke on board! 
Dream teams like this don't come 
along very often, and backers showed 
immediate support by funding the 
entire £175,000 initial goal... in 
under an hour after the campaign 
went live! (That's about $270,000.) 

That's a lot of buildup, but what do 
we actually know about the game? To 
start, Yooka is a male chameleon and 
Laylee is a female bat. The duo will 
use their skills to help each other in 
their platforming duties, using 
species-specific attacks like tongue- 


whipping and sonar blasts. We also 
know the adventure will encompass 
five worlds, that the titular characters 
will collect items called Pagies to 
unlock more areas to explore and that 
there are plenty of enemies to meet 
and beat, and supporting cast allies to 
meet and greet. 

One of these is a snake named 
Trowzer. (You read that right.) 

What really set Rare's N64 3D plat- 
formers apart was their fantastic level 
design based largely around collecting 
items. Collectibles told you where to 
go, challenged your skillset and 
tempted you to do things you other- 
wise would never do. Rare's designers 
in the 90s perfected this. Many call 
the company's titles from that time 
"collect-a-thons," but they were so 
much more than that. Collecting all 
the items always led to something 
great, and the developers have 
already stated that their approach to 
collectibles is unchanged. (Though 
they do acknowledge that Donkey 
Kong 64 might have taken the idea 
just a little overboard.) 

In previous games, parts of levels 
may have been inaccessible without 
enough spendables, but basic progres- 
sion was rarely hindered as a result. 
Voluntary, not mandatory. Even with 
this mindset, the regular-currency col- 
lectibles are spread out so as to direct 
players' progress, so collecting 
enough is easy simply by going 
through the level as designed. 

Other bonuses include retro- 
gaming arcade machines to find and 
play, and "Play Tonics" to enhance 
abilities. Yep, the name of the 
company making the game is even a 
collectible in the game. 


Yooka-Laylee is planned for 
release across all consoles, but ^ 
it's clear that the team's focus ч 
has been on Nintendo – one of 
the Kickstarter pledge tiers A 
even let backers get the = 
PC version delivered in an 
N64 cartridge shell! Gifts 
like that have driven the 
fundraiser, and, in turn, 
the game’s content has 
been expanded through 
stretch goals - the final 
product will include new 
transformations for the 
heroes, mine cart levels, 
a two-player 
mode and 
more thanks 
to the funds 
that have 
come in over 
and above the first 
goal. We can't wait to see how 
much will be raised by the end! 

With its focus on a unique 
new heroic duo, collectible- 
driven gameplay and a '90s- 
era soundtrack uniting it all, 
Yooka-Laylee will be the true 
Banjo-Kazooie 3. - BRETT 


KICKSTA TER? 


Kart with the Animals 
MARIO KART 8 DLC PACK 2 


NINTENDO HAS DONE it again. 
Their first foray into Mario Kart DLC 
was fantastic, but now we have two 
great packs that essentially expand 
the game by 50% for a fraction of 
the retail price. If that isn't an indica- 
tor of how well Nintendo is handling 
add-on content, | don't know what is. 

The formula for content in this 
second pack is the same as the first: 
four new tracks, four old tracks, 
three characters (four, depending on 
who you ask!), four new vehicles and 
a few kart bits. First up on the block 
is Baby Park, a beloved favorite from 
Mario Kart: Double Dash!! that's 
basically one tiny loop with a lot of 
laps. I'm one of those weird people 
who never got all the rage with this 
course, but it still has its moments, 
like the hilarious ability to lap people 
and really rub in a victory. Plus, the 
effect where the track lights up on 
the last lap is pretty cool. 

Cheese Land hails from Mario 


DLC PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO EAD 


22 ISSUE #15: MAKING A SPLASH! 


Kart: Super Circuit, which is a really 
cool throwback in a way to the GBA 
era, even if І don't like the map all 
that much. It feels like a generic 
desert map that should have been in 
the base game, and although the 
vistas look mesmerizing on the Wii U, 
it's a mostly forgettable track. 

Neo Bowser City (Koopa City in 
Europe) is another polarizing track 
from Mario Kart 7, but I really dig its 
HD overhaul. The rain effects look 
great, and the city feel isn't some- 
thing that feels overdone yet in 
Mario Kart 8's track selection. 

Ribbon Road is another callback 
to Super Circuit, and its new feel is 
endearing. Set up like a Toy Story 
map taking place in Andy's room, 
you'll feel like a little model kart 
racing around a bunch of gigantic 
toys in the background. It's not the 
most thrilling track – there are only 
a few memorable portions in it – but 
I'm glad it's included, and it feels like 
a unique addition worthy of a 
premium DLC pack. 


That covers the four returning 
tracks from past games – up next, 
the all-new tracks, which are all- 
around excellent. 

Wild Woods feels unlike anything 
else in the game, with split paths, a 
corkscrew camera, treetop shortcuts 
and a beautiful woodland aesthetic. 

The Animal Crossing course 
changes seasons every time you play 
it, and it really feels like it's been a 
part of the Mario Kart series all 
along. It's not as transformative as 
the Hyrule Track was in the last pack, 
but it's a welcome track that | would 
consider a new staple. 

Super Bell Subway feels like a 
natural follow-up to Toad's Turnpike, 
and I think it'll slowly become a new 
fan favorite over time. It's a lovely 
take on Grand Central Terminal, with 
tons of cute nods throughout, like 
the fact that it serves as a hub to 
connect other in-game tracks. 

And Big Blue, of course, is more 
F-Zero, which is impossible to dislike. 
Just like Mute City in the last pack, it 
complements the Kart theme per- 
fectly with great music and a colorful 
art style. (To make things even 
better, it's a downhill jam just like 
one of my favorite new tracks, Mount 


Wario.) I'd love to see a full F-Zero 
pack in the future! 

As far as characters go, you'll get 
both the male and female version of 
Animal Crossing's Villager (yes I 
count them both separately!), as well 
as Isabelle (also from Animal 
Crossing) and the scary, skeletal Dry 
Bowser. While I like Dry Bowser in 
theory, there's really no need for 
multiple clones in a DLC pack - | felt 
the same way about Tanooki Mario 
and Cat Peach. The four new vehicles 
are fairly average additions, but | do 
like the Mach Five-like P-Wing car. 

Hey Nintendo! Although the DLC 
for Mario Kart 8 has been stellar so 
far, your work isn't done yet. As part 
of my wishlist, | want more all-new 
tracks (and not half-homages), and a 
real Battle Mode, first and foremost. 
Either way you slice it though, this is 
one of the most pure Kart games in 
years, made even better by an 
amazing add-on strategy. - CHRIS 


Mewtwo Strikes Back 
SUPER SMASH BROS. FOR Wii U 
& NINTENDO 3DS: FIRST DLC 


AFTER MONTHS OF making us 
think that there wouldn't be any DLC 
for Super Smash Bros. for Wii U and 
3DS, Nintendo's opened the add-on 
floodgates! Not only do we have 
Mewtwo and costume DLC up for 
grabs right now, but Lucas has also 
been confirmed to be returning in 
June and other potential characters 
are now all on the table. Purists may 
not enjoy the idea of DLC ina 
fighting game, or even any Nintendo 
title at this point (despite the fact 
that they've handled it very well to 
date), but personally, I'm all for it — 
the more characters, the merrier! 
First up, let's talk about the DLC 
costumes. In a somewhat confusing 
state of affairs, they're not only sec- 
tioned off by headgear and outfits, 
but by platform as well. Items are 
$0.75 per piece for just 3DS or Wii U, 
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or $1.15 for both platforms, whereas 
spending $6.00 will get you all the 
new costume pieces on one system 
in a bundle, or $9.20 nets you every- 
thing for both console and handheld. 

You have the SSB T-Shirt, Link's 
Cap, Link's Outfit, Majora's Mask, X's 
Helmet, X's Armor, Proto Man's 
Helmet, Proto Man's Armor, Dunban 
Wig, Dunban Outfit, Cat Hat, Cat Suit, 
Monkey Hat and Monkey Suit. I 
heavily favor the merchandise taken 
from the Zelda, Mega Man and 
Xenoblade worlds, as they fit in per- 
fectly with Smash's crossover style. 
I’ve already taken to creating special 
Mii profiles with the Gunner class for 
Mega Man X and Proto Man, which 
are easily the highlight of the 
current costume offerings. 

The good news is that the 
outfits will morph your weapons a 
bit (such as katanas, beam swords 
or sticks), but a few are inherently 
limited to certain playstyles. 


I'm kind of torn on how costumes 
are handled in their current incarna- 
tion. | can see the benefit, and the 
franchise-centric ones are fun, but I 
really would've liked extra costumes 
for existing roster members, like a 
Bass- or Proto Man-themed Mega 
Man with slightly different effects. 
For now, I'd recommend just getting 
the bundle on Wii U if you're keen on 
messing around with your Miis. 

As for Mewtwo, his integration 
into Super Smash Bros. isn't perfect 
either. His main letdown is a 
complete lack of custom moves, 
which prevents any sort of variation 
and hamstrings his ability to morph 
the meta-game over time. As 
someone who isn't really bonkers 
about custom moves, though, | think 
he's a fine addition to the team, and 
I'm happy to see him make a splash. 


Mewtwo still has the same floaty 
feel as he did in Melee, and after 
playing him for an hour I was quickly 
reminded of how much I missed him 
in Brawl. While Lucario was seen by 
many to be the replacement for 
Mewtwo, the two are very different, 
and it's fun to finally be able to make 
them face off head-to-head. 

Mewtwo's movements are deliber- 
ate, and some of them (like his air 
dodge) are even quicker than his 
counterpart. Disable is still a pretty 
killer and balanced stun (you need 
eye contact to pull it off), and his 
neutral projectile is very fun to use, 
especially in team fights or eight- 
player brawls - it also has a really 
incredible knockback. 

His classic teleport recovery is 
also extremely versatile, and the 
Confusion ability has a much-needed 
buff to allow it to function like a 
more traditional reflector. His Final 
Smash also doesn't disappoint, with 
an appropriate Mega Mewtwo Y 
transformation that doesn't feel like 
a "me-too" shtick. Unless you're 
crazy about customs, he's a fine 
addition for just $3.99 (or $4.99 for 
both platforms). - CHRIS 
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Armed with His Zapper 


ANGRY VIDEO GAME NERD ADVENTURES 


CAN YOU BELIEVE the Angry Video 
Game Nerd is over 10 years old? Filmmaker 
James Rolfe's landmark web show paved 
the path for countless YouTube reviewers 
and Let's Players, although few can 
measure up to the Nerd's original, foul- 
mouthed brilliance. 

Back in 2013, FreakZone Games and 
ScrewAttack paid tribute with Angry Video 
Game Nerd Adventures on Steam, while 
promising Wii U and 3DS eShop releases 
the following year. Porting was beset by 
complications – the 305 version's still not 
out - but at least Wii U players can now 
slake their masochistic desires. 

The Nerd's shtick, for those in the dark, 
is to play substandard retro games and 
provide curse-laden commentary. 
FreakZone's challenge was to capture the 
essence of those poorly designed titles 
while avoiding the same pitfalls that made 
them such a nightmare to play; for the 
most part, the mission was a success! 

The Nerd has been sucked into Game 
Land and must tackle 10 levels themed 
after various AVGN episodes - from a 
wintry nightmare inspired by his holiday 
specials to an Atari-themed dance club. 
Nearly every enemy and object references 
the show, so astute fans will have a grand 
time chuckling at the copious in-jokes and 
callbacks. It's crude yet fun, even if the 
humor loses its punch on subsequent play- 
throughs. 

Even ignoring the jokes, the game offers 
plenty of "Nintendo hard" thrills. Packing a 
Zapper that can be fired in eight directions, 
you'll have to weave your way through 
sinister obstacle courses of killer spikes, 


NT] PUBLISHER: SCREWATTACK GAMES 
ШЫ] DEVELOPERS: FREAKZONE GAMES & 
MP2 GAMES 


24 ISSUE #15: MAKING A SPLASH! 


disappearing plat- 

forms and giant 

flaming sharks. The 

30 lives provided in 

Normal difficulty may 

seem like a sensible safety 

net, but first-timers are liable to exhaust 
that supply in a single level. Thankfully, 
you're never too far from a checkpoint — 
represented by the Nerd's trademark 
Nintoaster – so you always have a good 
sense of progression. 

Though the view of the environment is 
wide enough to see danger well in advance, 
victory nevertheless demands a cool head 
and an appreciation of the little victories. If 
you hit a wall, scour the levels to locate 
additional playable characters - like AVGN 
co-star Mike Matei, or the skeletal remains 
of theme song composer Kyle Justin — each 
with a unique skill like double jumping or 
shooting through walls. 

There are elements that will try your 
patience too roughly, the instant death 
blocks that populate every level in gross 
abundance being the most egregious. 
Some even phase in and out, forcing you to 
play devious rounds of Red Light, Green 
Light. These blocks seem to have been 
added purely for the sake of annoyance 
and are an enormous sore spot in an other- 
wise balanced adventure. However, if the 
game's goal is to give players a true Nerd 
simulation, perhaps a little undue frustra- 
tion is necessary. 

Survival itself is the reward in Angry 
Video Game Nerd Adventures, putting it in 
the company of throwbacks like 1001 
Spikes and Super Meat Boy. If that's your 
bag - and you don't mind juvenile potty 
humor - there's no reason you can't have a 
wonderful, rage-filled time! - TONY 


Cure the Curse «uot QUEST 


IF YOU WERE to take the NES classic Zelda II: The Adventure of 
Link and simply swap out the hero's sword for a bow, you'd end up 
with a game that looks an awful lot like Elliot Quest – but the 
design decision to pay such exact homage to that vintage Zelda 
adventure, while promising, ultimately just proves problematic. 

Elliot Quest puts players in the role of the titular character, 
alone on an island with little objective information beyond a goal 
to "seek out the Guardians." Don't expect a fairy to pop up and 
tell you where to go next - this game takes a minimalist approach 
to everything, not even explaining how new items work within the 
context of its fantasy world. This leads to a welcomed sense of 
discovery in the early goings, but as the game opens up and the 
map becomes bigger, headaches and frustration ensue. 

Split up between an overworld and sidescrolling areas like 
villages and dungeons, Elliot Quest locks away parts of its island 
unless you have specific items and power-ups. That's a staple of 
Metroidvanias - the problem is there isn't one huge connecting 
map to easily pinpoint roadblocks. Instead, you must trek through 
enemy-infested environments - at various overworld sites – to 
hopefully uncover a new locale. And even then you may not know 
whether you've stumbled upon a main objective or a sidequest! 

The whole adventure feels too obtuse, with too few signposts 
nudging players in the right direction. Heck, in the first dungeon, I 
missed picking up the Shield — which, trust me, is very helpful — 
and | beat the boss before deciding to re-enter in case | missed 
something. (Obviously, I did.) 

Fortunately, Elliot Quest is a pretty striking indie title, sporting 
somewhat chunky pixels and cool landscapes that leave quite an 
impression. This makes revisiting areas (which you'll need to do 
frequently) a more pleasant experience. 

unfortunately, slowdown is a rather consistent issue. At one 
point, during a lighting storm scene, | struggled to follow the 
action amid all the framerate dips and flashing effects. 

When everything's running smoothly, Elliot Quest features a 
fun combat system, including a leveling system. While the game 
starts with Elliot mainly utilizing a bow, new elemental spells lead 
to a nice variety of combat options. The game also reacts to new 
abilities earned by the hero, throwing out fresh baddies to test 
your mettle — for instance, a tall, freaky-looking two-legged foe 
makes you utilize Elliot's double jump to reach its weakness. 
That's a nice touch that spices up enemy encounters. 

So while some elements of Elliot Quest come together and feel 
good, they can't overcome the troubling design issues that seem 
pulled out of a bygone era. Too many times I felt lost without a 
decent clue on how to proceed. That kind of old-school approach 
to exploration and deliberate lack of clarity may 
excite some, but I just came away annoyed. 

- EVAN 
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Thinking Outside the BOXBOY! 


WHERE WAS THIS game 25 years ago? The visuals could have 
been achieved back then, and there's no part of the gameplay 
that couldn't have also been brought to life even on the original 
Game Boy - but none of that is a knock against it. BOXBOY! is just 
so pure, so perfect a puzzler that | wish it had existed way back 
when, so that in some alternate timeline | would have been able 
to play decades' worth of sequels to it by now. It's that good! 

You take control of Qbby, a walking, hopping cube who has the 
power to make other cubes appear out of his body. Using that 
ability, you must build simple structures like staircases and plat- 
forms to overcome the obstacles in your path. Levels present one 
head-scratching situation after another, and, one at a time, you 
have to puzzle out the exact right set of boxes to build, where to 
place them and how to then get Qbby himself over, under or 
through whatever obstruction it is that's sitting between you and 
the level-ending goal door. 

The execution here is pure, classic Nintendo magic. It's Game 
Design 101, a distilled master class in how to make a platforming 
puzzler. The basics are explained to you through simple stages in 
which you need only generate one or two boxes at a time to hop 
over low walls or cross small pits of spikes. Then another layer of 
complexity is added, as you're introduced to Qbby's ability to 
"snake" through tight spaces using his same block-replicating 
move. Then another layer of complexity comes into play, and 
another, and... every new World you encounter has something 
new to wrap your square-shaped head around, and by the end of 
the adventure you're pulling out dozens of different tricks and 
techniques that you've learned over the preceding hours. From 
starting off building simple staircases to dynamically weaving box 
paths to travel across spiked conveyors, ushering door-unlocking 
enemies in the right direction while keeping them from touching 
you and knowing where and when to purposefully let yourself fall 
into a pit (because certain pits are actually teleporting portals 
that will shoot you back out from the top of the screen), it's an 
absolute joy every step of the way! 

Qbby’s primary adventure takes place across 100+ levels, and a 
surprisingly heartstring-tugging story frames the journey. Qbby, 
while ranking in as the most visually simplistic character Nintendo 
has ever presented, still conveys charming emotion through even 
the smallest animations — as do the companions he meets. 

Where BOXBOY! falls shorts of perfection, for me, is outside its 
main story - the Time Attack and Score Attack levels totally miss 
the magic of the main puzzle levels by putting everything on a 
timer and making you feel like a failure for not going fast enough. 
Skip those — BOXBOY! wins with its at-your-own-pace 
contemplative puzzles. Play it, then join me in 
wishing it had been made before 2015! - LUCAS 
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Three Full Color Games in One! 
DOT ARCADE 


IT’S REALLY, REALLY tough to describe a 
game like Dot Arcade. Back before games 
had fancy things like "sprites" and 
"graphics," they had dots. In fact, one of 
my earliest gaming memories involves a 
handheld football game that simply used 
two dots formed into a line to represent 
the players, and the sole objective was to 
run the ball into the end zone over and 
over. Before | owned my first NES | played 
it quite a bit, but once that console came 
into my house it was all over. 

That’s sort of how | feel about Dot 
Arcade - conflicted. Although it’s a really 
cool concept that hearkens back to an era 
almost no one remembers or pays homage 
to, the scope is very limited. 

In short, you'll get three games with 
your Dot Arcade purchase: Mr. Snake, 
Dodge Club and Rally Driver. 

Mr. Snake is exactly what you'd expect – 
you're a line of dots, and eating other dots 
will allow you to grow into a bigger line. 
Outside of additional objects to dodge, it's 
the same classic principle as the Snake 
game you've likely played on a calculator 
or early cellphone in the '90s. 

Dodge Club is my favorite, featuring 2 x 
2 squares - all you have to do is avoid the 
other square. (Easier said than done.) 

And In Rally Driver, you'll scroll up the 
screen like a car, with an increasing 
amount of speed as time goes on. 
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Your ultimate objective? Just like it was 
in the old days – earn the highest score. 
There are no leaderboards to directly 
encourage you, but the game's Miiverse 
community serves as a sort of patchwork 
method of checking your standards. 

| love the aesthetics of Dot Arcade, and 
no, I'm not just talking about the colored 
dots! Each game has a unique piece of art 
associated with it as you play solely on the 
GamePad controller, attached on the 
borders of the playing space as "cabinet 
art" of sorts. Mr. Snake has a really cool 
knight in shining armor riding a dragon, 
Dodge Club has a bright-eyed cheerleader 
(wearing incredibly furry '80s-approved leg 
warmers) and Rally Driver has a young 
woman waving a checkered flag to start a 
race. You'll see them a hundred times over, 
but they're still impressive all the same, 
and there's alternate art available if you 
hold L or R while selecting a game. 

If the idea of blinking LED lights as a 
game doesn't excite you, stay far away 
from Dot Arcade. For everyone else, it 
could be either a trip down memory lane 
or a journey into the past – 
even if it doesn't delve 
as deep as | would 
have liked it to. 

- CHRIS 
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Oh, you're out of bait, huh? Here, 
have some of mine! 


G Е hin STREETPASS Mii PLAZA: 
one ris in ULTIMATE ANGLER 

FOR A FISHING game, Ultimate Angler is surprisingly deep. | had no idea 
what to expect, but after arriving in this newly minted StreetPass paradise, | 
found a great little story with some funny nuances, like legendary creatures 
and a fairly personal narrative. It's sillier than your average fishing title, and I 
wouldn't have it any other way. 

As you progress through the tutorial, you'll make your way to the main 
gameplay loop: catch fish, store them, get more bait and catch more fish. As 
you earn more catches you'll start to unlock new islands, and thus, more bits of 
the story. The StreetPass gimmick is earning more bait, as meeting new people 
through your StreetPasses (or hiring CPUs with Play Coins) will give you access 
to new lures to use each time. 

That's basically it. The entire theme is a lot more hands-off than other Plaza 
games - and even bagging a fish, the most exciting part, is as simple as swiping 
the screen to reel it in. That whole process can take around 30 seconds per 
pass, which isn't the most thrilling prospect if you're looking to be entertained 
for long periods of time. Still, it has a certain whimsical, laid-back charm to it. 

There's a small shop feature involved that allows you to buy new equipment, 
as well as an upgrade mechanic so you can fix up what you already own. Just 
like most of the collection-heavy StreetPass games, there's plenty of fish to find 
and challenges to complete. Note that this is one of the slowest-paced games in 
the entire Mii Plaza lot, as progression will tend to reduce to a crawl if you 
don't get constant StreetPasses. 

At the end of the day, Ultimate Angler is still a fishing game, so it's going to 
have a limited appeal across the board. If the prospect of hunting for legendary 
creatures does excite you though, and if you have a steady stream of passes, it 
may be worth picking it up. But if you can only afford one of the 
two new games, stick with Battleground Z instead. - CHRIS 
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STREETPASS Мі PLAZA: 


Zomb-Miis? BATTLEGROUND Z 


| WAS PRETTY surprised by Battleground Z, part of the new StreetPass duo 
from Nintendo. While most of the StreetPass Mii Plaza games are turn-based 
affairs or slower-paced minigames, this one is a full-on beat 'em up, and the 
most involved offering since Mii Force. 

Your job, if you choose to accept it (well, you don’t really have a choice, as 
the world is infested with zombies) is to save the city of Hobbiville. Your dumb, 
unsuspecting Mii has just wandered in by way of a subway ride, and after a con- 
versation with the helpful Dr. Scarlet, you'll essentially be deputized just like 
Rick from The Walking Dead. 

It’s a hack-and-slash affair, but there’s some depth to it with charge-attack 
powers and a variety of different weapons like pop-up books to help keep 
things fresh. Charged abilities are more akin to grandiose superpowers, and as 
a result, combat can often feel intense and rewarding. Hobbies that are listed 
in your Mii profiles actually have a point to them, as they grant you access to 
new weapons - if you come across someone whose favorite hobby is cooking, 
for example, they'll pass along a frying pan for you to wield against the horde. 

The whole concept of a potential cure to the zombie plague inspired me to 
play it, and | appreciate the clear attempt to communicate a story worth 
exploring. (Personally, | prefer a story over simple collect-a-thons.) There's a 
downside, though, depending on your philosophy of StreetPass games in 
general. It does take time to clear out each stage - up to five minutes in some 
cases - which may not be as ideal as quickly flipping through a prompt for a 
new plant or taking in a new army in Warrior's Way. You can also use Play Coins 
to hop into a stage and make new progress if you're so inclined, though. 

Battleground Z is easy to play even if you don't get a lot of StreetPasses, 
and that's partially what makes it so great. It's one of my favorite 
games in the Plaza overall, and even if I'm just running on Play 
Coins, it's worth coming back to every day. - CHRIS 
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Polygonal Plumber super маво л 


SUPER MARIO 64 could very well be the most important game Nintendo's 
ever created. There’s been a very long line of outstanding game experiences 
from Nintendo, many of which have inspired developers for years to come - but 
Super Mario 64 sits high above all those other releases. It's a masterpiece. 

Back in the day, fans were quite worried that Mario's transition from side- 
scrolling to exploring 3D environments would forever change the Mario experi- 
ence. And those fans were right about the experience changing - but no one 
could have ever predicted just how well Mario would make the transition. 

Even to this day, this game remains a shining example of how to evolve a 
franchise. There's no doubt that Super Mario 64 remains a "Mario" title through 
and through, but the birth of 3D gaming gave our hero more to explore than 
ever before. You were no longer restricted to just left and right movement! Now 
you could run, jump, dive, flip, crawl, punch and kick your way around in 360 
degrees. Trees in the distance could be approached and climbed. Mountains 
could be carefully scaled in order to tackle bosses sitting high above. Power- 
ups were waiting to enhance the experience, letting you soar through the air or 
sink to the bottom of the sea. Super Mario 64 had everything any Mario fan 
could want, and so much more that we never even dreamed of. 

One of the greatest achievements in Super Mario 64 doesn't even come 
from the gameplay. With Nintendo's first fully 3D game, they somehow 
managed to create a camera system that is still referenced by developers 
today. Playing Super Mario 64 now certainly shows us how camera systems 
have improved over the years, but seeing just how right Nintendo got things 
back then is truly amazing. Camera control was a new idea for console gamers, 
and Nintendo set out to make sure it was easily understood and let players see 
what they wanted to. It's even crazier when you consider that all this was done 
with button presses instead of a joystick! 

Super Mario 64 is an experience that every single gamer should take on. It's 
one of the most important parts of gaming history. Games may 
have gotten shinier in the years since, but you won't find any 
other experience as influential and just plain fun. - KEVIN C. 
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Paper-Thin Plumber paper mario 


MARIO AND GOOMBARIO. Kooper, Bombette and Parakarry. Lady Bow, 
Watt, Sushi and Lakilester – they're all ready for their encore appearance on 
the Wii U, through this new Virtual Console edition of Paper Mario. This game 
launched 15 years ago, but even today it's still very much worth a playthrough. 

What Paper Mario is not is a simple addition of RPG elements into the Mario 
universe - nor is it an RPG with Mario elements. It's its own beast, a graphically 
distinctive adventure in which 2D characters inhabit a 3D, pop-up book world. 
It's endlessly quirky and always self-aware of how odd it is, but it works so well. 

The adventure begins with a quick story about Bowser stealing the Star Rod 
and trapping the Star Spirits, then doing what he does best: kidnapping Peach. 
Thus starts Mario's quest. Our hero gathers friends along the way, all minions 
originating from Bowser's army but who have a stronger sense of justice than 
their Koopa-serving counterparts. Mario storms fortresses, dodges traps in a 
pyramid, unravels spooky mysteries, shrinks into a toy box, escapes a volcano, 
gets lost in a flowery field, nearly freezes in an ice palace and then has a 
showdown with Bowser himself. 

And if all of that doesn't intrigue you, the gameplay might: The battle 
system is truly unique. Mario can attack with a jump or his hammer, or use 
Flower Points for special moves. Mario's friends, meanwhile, all have special 
battle tactics and controls as well, and half the game is solving the puzzles that 
adversaries pose. The timing of your button presses during attacks is also 
important, and defense is similarly tied to your quick recognition, so battles 
never get boring. Badges enhance Mario's abilities and change a number of 
things both within battles and without, and they're the game's true collectibles. 

Peach also has a unique role in the game, tricking Bowser's minions and 
roaming his dungeon/castle on a mini-quest to somehow aid Mario while locked 
away in her nearly hopeless surroundings. She pulls through, though, and with 
quite some skill. It's a wonder she still manages to get kidnapped! 

A superb story, unique gameplay and hours of fun. $10 for this 
classic is a great deal, considering a loose cart can go for four 
times that, and you don't need the N64 hardware! - BRETT 
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Free Balloon Rides! 


POKÉMON RUMBLE WORLD is 
the latest in the line of Pokémon 
Rumble spin-off games, as well as 
the latest in Nintendo's stable of 
"Free-to-Start" games. As in past 
iterations of this game, your main 
goal is to defeat cute lil' Pokémon 
toys with your own cute lil' Pokémon 
toys in a button-mashing, free-for-all 
battle royale environment. All 719 
Pokémon are available in this game, 
so there are plenty to pick from if 
you have a particular favorite you 
like to use. 

The storyline and initial gameplay 
are pretty nondescript: The king of 
Toyland is lamenting the fact that he 
has only one Pokémon toy to his 
name (which happens to be far fewer 
Pokemon than the local evil 
magician, that cad!), so he requests 
your Mii’s help in recruiting more. 
So, off you go, using one of 18 differ- 
ent hot air balloons to travel to 
themed areas to fulfill the various 
requests of the king. 

As you recruit more and more 
Pokemon, your Adventurer Rank (a 
kind of leveling-up mechanic incor- 
porated into the game) will increase 
and the king will give increasingly 
difficult tasks to you. Completing 
requests and raising your rank are 
the only ways of gaining access to 
certain features, like the Mega Stone 
Store and the Move Tutor. 

The Move Tutor is especially 
helpful: Many of the Pokemon 
recruited throughout your play time 
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have less-than-desirable moves 

attached to them - the Move Tutor is 
key in fixing that problem, by letting 
you select more appropriate attacks. 

Each of the areas you can visit is 
based on one of the main Pokémon 
games and is broken into three to 
five possible routes, which are then 
narrowed down further to your 
eventual path by a roulette wheel 
selection process. Some of these 
routes may be adorned with stars, 
which signifies that rarer Pokémon 
are present there. 

As mentioned earlier, you have a 
chance to recruit (capture) your 
opponents as you battle them. 
Recruiting your opponent Pokémon 
basically consists of defeating your 
adversary and hoping that they 
remain on-screen, unconscious, 
instead of turning into a Poké Coin 
(one of the two in-game currencies). 
While Poké Coins are necessary for 
accessing some of the game's other 
distractions, it is a bit disappointing 
when you consistently receive Poké 
Coins instead of that one last 
Pokémon you need to clear an area. 

Capturing Pokémon is the only 
way to find the more sought-after 
ability-laden Pokémon toys, denoted 
by a descriptor in their names. For 
example, a "Healthy" Octillery will 
have the ability to heal itself over 
time. The more "Epic" (Hint!) the 
nickname, the better the abilities are 
for the Pokémon. 

unfortunately, when a hot air 
balloon is used it won't be ready to 
use again until it has reinflated, 


“Ж 


which will happen 
after a specific amount 
of time. Luckily, there's plenty to do 
to pass the time while you're waiting 
for the balloons to reinflate. The 
king's requests can be replayed in 
Hard Mode for starters — which 
unfortunately will not allow you to 
recruit the Pokémon you find there 
but will offer more Diamonds as 
rewards (more on Diamonds later). If 
you've activated StreetPass and 
SpotPass, you can interact with any 
of the Miis who have made their way 
to your game. You can even cast 
these Miis in the various character 
roles in the story if you choose! 
Sometimes a Mii will offer to take 
you to a previously visited area for a 
price, regardless of the balloon's 
status. You can also visit the game's 
shop, which will allow you to buy 
clothing, decorations and Diamonds. 
Diamonds are the one major 


"Free-to-Start" aspect of Pokémon 
Rumble World. They can be bought 
for real world money, but you will 
find that if you're patient enough, 
you may never need to buy any. This 
game is very generous in giving away 
Diamonds as prizes for completing 
the king's requests, rescuing Miis or 
even just meeting certain require- 
ments. The Diamonds can be used to 
purchase items, to instantly reinflate 
balloons or to continue during a 
stage if you happen to lose while 
playing. Personally, | only used 
Diamonds to continue a stage when 
a legendary Pokémon was on the 
line (Kyogre says hi). 

| had more fun than | expected to 
with Pokémon Rumble World – 
because it's a great example of 
"Free-to-Start" done right. - THOR 


As your Adventurer Rank goes up, 
you'll be the center of admiration. 


Keep Your Head Down 


AFFORDABLE SPACE ADVENTURES 


AFFORDABLE SPACE 
ADVENTURES is a collaboration 
between KnapNok Games (Spin the 
Bottle) and Nifflas (Knytt 
Underground). KnapNok Games has 
a history of creating quirky, experi- 
mental games that take advantage of 
non-traditional interfaces. This is a 
company that doesn't want to follow 
a traditional or conventional way of 
developing games – and that's good 
news for us. Nicklas "Nifflas" Nygren 
has plenty of experience creating 2D 
adventure/exploration games like 
Knytt underground and platformer/ 
puzzlers such as NightSky. It was 
Nygren who was inspired by 2002's 
Xbox game, Steel Battalion when he 
brainstormed the idea of Affordable 
Space Adventures. 

The story is that you — a thrill 
seeking tourist – are looking for a 
space adventure on a tight budget 
from a company called Uexplore. 
unfortunately, you find yourself 
stranded on the alien world that was 
supposed to be your relaxing 
vacation destination, and you need 
to manage your ship's resources 
until you find a way to get rescued 
from your unlucky predicament. 
(There's a good deal of humor and 


satire aimed at corporate cruises 
and the dishonesty of the travel 
industry.) 

The game's atmosphere brilliantly 
conveys the mysteries of space 
travel – and the sense of wonder апа 
fear when exploring the unknown. 
The impressive visuals and strong art 
direction are a real treat for the 
eyes; everything feels dark, moody 
and yet strangely beautiful. (This is 
the kind of spooky atmosphere that I 
would love to see Nintendo push for 
in a new 2D sidescrolling Metroid.) 
There isn't much music, but the bril- 
liant sound design adds plenty of 
immersion to even the simplest 
actions, like turning on your engine. 
The sound design creates a haunting 
feeling of isolation – the sense that 
your ship could burst into flames and 
nobody would be able to hear you 
scream. 

Affordable Space Adventures is 
heavy with puzzle solving; each 
puzzle requires you to use problem 
solving skills to observe and analyze 
different situations. The Wii U 
GamePad is treated like your ship's 
instrument panel, where you can 
adjust your scanners, thrusters, sta- 
bilizers and even the mass of your 


of your craft. Though you'll view the 
main action on the TV, you'll also 
find yourself keeping your head 
down to manage the ship's functions. 

Many puzzles require careful 
adjustments to those functions. One 
example was when | needed to turn 
the engine off to make the ship 
free-fall, but then turn them back on 
just before hitting the ground. 
Another was when I needed to 
increase the thrust levels to give my 
ship more power to move obstacles 
that were standing in my way - but 
when the fuel thruster was on max, 
the ship began to burn up in flames, 
which forced me to quickly lower and 
adjust the thrust levels a bit. It's a 
constant balancing act. 

KnapNok’s Spin the Bottle, 
released in 2013, never received the 
recognition it deserved because it 
was a multiplayer-only experience. 
It's tough to sell a game without a 
single-player mode in today's 
market; even some of the most 
memorable multiplayer games such 
as Mario Kart, Mario Party, Wii 
Sports and GoldenEye 007 offered 
single-player modes. The good news 
is KnapNok learned from their 
previous mistakes; Affordable Space 
Adventures features both single- 
player and multiplayer modes, and 
both are worth experiencing at least 
once. 

New players can jump in at any 
point during single-player to assume 
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different duties. The control scheme 
allows up to three players to control 
the craft together. One player pilots 
the ship with a Wii Remote or Classic 
Controller; the second person is the 
engineer - they use the Wii U 
GamePad to alter the ship's functions 
(thrust levels for example); the third 
player scans or illuminates objects 
and pathways with another Wii 
Remote or Classic Controller. 

It's true that Affordable Space 
Adventures is a wonderful game, but 
it's not perfect by any stretch of the 
imagination. Some of the puzzles 
and level designs work better as a 
single-player experience than in mul- 
tiplayer (and other times it's vice 
versa). There were also some puzzles 
that felt more like trial-and-error (or 
pure luck) than actual problem 
solving. Sometimes the pacing can 
feel a bit off, and the game is a bit 
short on length and content for the 
$20 price tag. The length of my first 
playthrough clocked in at around 
five or six hours. 

Affordable Space Adventures per- 
fectly encapsulates why the Wii U 
GamePad needed to exist in the first 
place. For the past three years, 
Nintendo has promised us that Wii U 
would offer experiences that couldn't 
be found anywhere else. As it turns 
out, it's the small independent devel- 
opers – not the large publishers – 
who seem to share Nintendo's phi- 
losophy for the future. Twenty 
dollars may seem a little unafford- 
able for a five-to-six hour game, but 
Affordable Space Adventures 
provides a unique experience that 
can't be easily duplicated on another 
platform. It's a breath of fresh air to 
see two developers who are more 
concerned with unique gameplay 
possibilities, rather than porting 
software to five different platforms 
for monetary reasons. - EMILY 
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More Adventures in Babysitting 


YOSHIS ISLAND DS 


1995'S YOSHI'S ISLAND is widely considered 
by many people today to be one of the greatest 
games to ever grace the SNES... but that's 
today. Back in 1995, multiple publications 
panned the game, especially in the visual 
department. People had seen the future through 
the CGI graphics of Donkey Kong Country, so the 
scribbles of Yoshi's Island seemed rudimentary 
in comparison. Perhaps that cold reception is 
why it took over a decade for us to see a true 
sequel in Yoshi's Island DS! 

For all intents and purposes, Yoshi's Island DS 
plays and looks just like the debut SNES outing. 
The childlike artwork returns, and the mechanic 
of controlling an egg-tossing Yoshi with a baby 
saddled on his back is retained. While the visual 
approach may not be as fresh this time around, 
it's still easy on the eyes. The run/jump/egg toss 
gameplay largely stays the same as well, but 
that's not a problem - it's not a group of 
mechanics we see often from Nintendo! 

The big departure from the original Yoshi's 
Island comes from the ability to carry different 
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Out of its Time 
YOSHI TOUCH & GO 


THIS GAME WAS released in the 

Nintendo DS' launch window, sold for $30 and 
ended up being a disappointment, as the title is 
now synonymous with the term "tech demo." 
There's no story beyond Kamek troubling the 
stork carrying Baby Luigi, and no depth to the 
gameplay, as it's all score-based. It's akin to 
grabbing an Atari 2600 title today and messing 
around with it, only to realize that it was meant 
for a different time. 

Now it's back, sitting on the Wii U's Virtual 
Console, ready to dupe players again. This time 
it's a third of the price, but it's still not worth it. 
In fact, the whole point of the game is essen- 
tially usurped by adding the Restore Point 
feature! Anyone can simply save in the middle of 
any of the four gameplay modes (Versus is now 
unavailable and unexplained), and keep restart- 
ing to attain the maximum score possible, ren- 
dering the game even more pointless. 

What's more, the all-on-one-screen vertical 
GamePad viewing mode makes it even harder to 
remember that you can't touch the top screen. 

Save your cash for a better game. - BRETT 
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babies. It's not just Mario along for 

the ride this time — Yoshi can switch out Mario 
for other babies like Peach, Donkey Kong, Wario 
and even Baby Bowser! 

Taking things a step further, each baby has a 
power specific to them. Mario allows Yoshi to 
dash and also makes "M" blocks visible. Peach 
gives you a Yoshi that feels a bit more floaty, and 
also lets you ride on wind currents. Donkey Kong 
brings a bunch of abilities with him, including a 
dash move, more strength for pushing blocks, 
exploding eggs and even vine climbing/swinging. 
Wario has two rather strange abilities, allowing 
for bouncy eggs and the use of a magnet to play 
with metal items. And unsurprisingly, Baby 
Bowser can shoot fireballs to attack enemies – 
but this means you can't utilize eggs anymore. 

You'll be switching babies to deal with differ- 
ent situations, but all of this is done in typical 
Yoshi's Island style. There's actually quite a diffi- 
culty spike near the final levels of the game, but 
most players should find the ride enjoyable. It's 
a little too cookie-cutter and by-the-numbers, 
but it's at least one of the stronger sequels in a 
series that's struggled to live up to the excel- 
lence of its original game. - KEVIN C. 


Tap, Drag, Draw and Blow 


WARIOWARE: TOUCHED! 


COMING SHORTLY AFTER 

WarioWare: Twisted! (which is still my favorite 
WarioWare to date), WarioWare: Touched! 
focused on all of the capabilities of the Nintendo 
DS (which had just launched a few months 
earlier). The most creative microgames in the 
series were created for these two titles, and you 
certainly got your money's worth with both. 

Now Touched! is on the Wii U's Virtual 
Console, and the value is even better. This game 
is a showcase for all the different ways a stylus 
can interact with a touchscreen. From simply 
tapping the display, to tapping-and-dragging, to 
quickly "slicing" across it and beyond, each 
method of input translates to the Wii U GamePad 
perfectly – and the game splits up its selection 
of minigames according to these input methods, 
assigning one apiece to each of Wario's crazy 
friends (and then ultimately combining them in 
very imaginative ways). 

Once again, you start and end with Wario, 
and there's a cute little story to go along with 
why the game exists, due to Wario's greed. Mona 
hosts slice-themed games, so you can think of 
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Race (and Battle) Once Again 


MARIO KART DS 


EVEN IN A series as consistently enjoyable as 
Mario Kart, its DS iteration is particularly note- 


unique twist to the Mario Kart 
gameplay. 

Beyond missions is the Grand Prix, which 
features 32 courses (half of which are drawn 


worthy. Originally released in 2005, the game 
pioneered a number of firsts for the series — 
including its first foray online — and its wealth of 
content made it, arguably, the greatest Mario 
Kart title at the time. Other Mario Karts have 
since followed and improved upon this sequel's 
innovations – diminishing some of its impact – 
but the game still holds up fairly well today 
(even with a few notable features missing). 
What sets the DS iteration apart from other 
Mario Kart titles, even to this day, is its extensive 
single-player content. Unlike any other game in 
the series, Mario Kart DS features a dedicated 
Mission Mode, which tasks players with complet- 
ing certain racing objectives (such as driving 
through numbered gates). These missions are all 
fairly brief, but they're nevertheless fun, and 
completionists will spend a lot of time trying to 
earn a three-star rank in each. Every Mission 
Mode level also culminates in a boss battle 
against a classic Mario foe, adding another 
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from previous Mario Kart games). The tracks on 
display in this title are some of the finest in the 
entire series and are still satisfying to zip 
around. And the series' other staple, the Battle 
Mode, is also just as chaotic and addictive as 
ever, with two battle games – Balloon Battle and 
Shine Runners - as well as a handful of expan- 
sive arenas to choose from. 

unfortunately, not all of the game's features 
made the transition to Wii U. Due to some insur- 
mountable technical hurdles, both the online 
and local multiplayer modes are inaccessible in 
this Virtual Console port. It's not a catastrophic 
loss thanks to the ability to play against bots, 
but the lack of multiplayer does rob the game of 
its greatest strength. 

That said, even without multiplayer, there's 
still a lot of fun to be had with Mario Kart DS. 
While the game may not feel quite as impressive 
now as when it first debuted, its gameplay is just 
as engaging, and the tight controls and strong 
solo options make this one of the series' best 
installments. - KEVIN K. 


her as the original Fruit Ninja. Jimmy focuses on 
rubbing: strumming guitars, washing faces and 
the like. Kat and Ana have you drawing things, 
while Ashley and Red (in their debut in the 
series) make you drag items. Dr. Crygor has you 
rotate-and-turn to victory with his inane dance 
moves. And Jimmy's brothers are introduced – 
Jamie T. and James T. - and they mix together 
the games of the previous characters, making 
gameplay pretty frantic when figuring out what 
to do, especially as the speed increases. 

Also new to the crew is Mike, a robot who 
wants you to use the DS' (now the GamePad's) 
microphone to play his minigames. And, of 
course, 9-Volt’s along for the ride — which means 
retro Nintendo minigames are part of the mix, 
and the added controls are truly a highlight. 

Once you pass these games, try a teddy bear 
for a real challenge and start unlocking toys in 
the various toy rooms. These time-wasters are 
sometimes worth it, and other times worth only 
one look. Highlights include Pong Ping, Orbit 
Ball, Wario Paint, Air Dude and Pyoro T. 

If there's one DS game you should start your 
Wii U VC collection with, it's this one! - BRETT 
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The eShops Kong Selection Expands 


IN 1994, RARE made arguably their greatest 
impact in the video game industry by rebooting one 
of the characters who helped Nintendo rise to 
superstardom in the early '80s: Donkey Kong. 

The Donkey Kong Country series takes Donkey Kong 
(or, as we've discussed previously in past issues, his 
vaguely defined descendent Junior?) out of Mario's 
world and places him in his own unique environ- 
ment, Donkey Kong Island. There, he has a cast of 
allies – such as sidekick Diddy Kong, Diddy's girl- 
friend Dixie, his own girlfriend Candy, surfer bro 
Funky and the original DK, Cranky Kong - who help 
him defend his banana hoard against the villainous 
King K. Rool and his army of Kremlings. 

Setting the series apart from virtually every 
other game available at the time was Rare's use of 
pre-rendered graphics to create sprites that 
animated smoothly and gave off a pseudo-3D 
appearance, thanks to some 
hardware trickery. While 
these visuals were 
impressive for the 


time - mind-blowing, even - many agree that they 
have not held up well over time. This is perhaps 
more due to the ongoing advent of new technology, 
with crisper visual displays effectively pulling the 
curtain back on the magic performed by the 
wizards from Twycross. As a result, the Wii U 
produces interesting results: Whereas the high- 
definition console produces a more pixelated look 
on the televisions it was made to work with, the 
games actually look much better on the lower- 
resolution GamePad screen - much closer to how 
they were meant to appear. 

Beyond the graphics, some of the most lasting, 
fondest memories fans of these games have are of 
their music. Composer David Wise was in top form 
when composing the first two games, and his 
melodies were so memorable that several tunes 
returned in Retro Studios' reboot (re-reboot?) of 
the series on the Wii in 2010, with the man himself 
tapped to come back for the Wii U sequel in 

2014. In the third installment of the Super 

NES trilogy, however, Wise's colleague from 

the first game, Eveline Novakovic, took 
over doing most of the compositions (Wise 
redid much of the soundtrack for the Game 
Boy Advance version). While arguably not 
quite on the same level as Wise's contributions, 
Novakovic's music is nonetheless fitting and memo- 
rable for the game. 
In terms of gameplay, the original Donkey 
Kong Country feels like something of a 
hybrid between Mario and Sonic - the 
controls feel very much like Super 
Mario World's in many ways, but with a 
few added twists, such as the Kongs’ 
ability to roll through enemies with 
increasing momentum. Meanwhile, 
swinging from vines, bouncing off of 


THE 
DONKEY KONG COUNTRY AND 
TRILOGIES 


tires and blasting through the air with barrel 
cannons added an all-new, unique personality to 
DK's brand of hopping and bopping. Animal 
buddies act much like riding Yoshi, albeit with more 
varied and specific abilities – for example, Rambi 
crashes through everything, while Expresso can 
slow his descent and Enguarde is like Mario's Frog 
Suit (but with the ability to skewer foes). 

Rather than power-ups, Donkey and Diddy can 
free one another from specially-marked barrels 
and serve as an extra hit, as well as a tag-team 
partner of sorts. The two have slight differences in 
abilities, as Donkey's weight allows him to stomp 
stronger foes, while Diddy's slightly higher jump 
allows him to access places his big buddy couldn't 
reach alone. The teams change up in subsequent 
games, with Dixie replacing Donkey in DKC2 and 
using her ponytail to float across pits, and Kiddy 
replacing Diddy in DKC3 with his... heavier weight 
and greater strength. 

Wait, why not just bring Donkey back? Maybe 
they felt having him running around with his little 
buddy's girlfriend would have presented too many 
questions? 

The original game is shunned by some for its 
simplicity in comparison to the later titles, but it 
does well at establishing the setting and the core 
foundations that the other games later built upon. 
It's solid, sturdy and not too complicated. 

The sequel ramps things up in all departments, 
with better graphics and more sophisticated 
gameplay. It also began Rare's storied addiction to 
collectibles - which many would say peaked in 
Donkey Kong 64 - as exploring bonus areas was 
required to find the Kremkoins needed to access 
the Lost World and see the true ending. There are 
also Banana Coins for the expanded Kong family's 
services, and DK Coins to prove how good you are 


to Cranky. The third game compounds this further with cogs, items for an 
RPG-like trading quest, Banana Birds (see Page 37) and more. 

For the most part, the original game presents a fair level of challenge, 
while the sequel tends to ramp things up quite a bit with some segments 
which demand skill and precision. Depending on who you ask, it seems 
there may be some issues with lag which work against the trilogy, and it 
feels especially pronounced in DKC2. It may only be slight, but with how 
precise the game requires you to be, it can still wreck you - you'll be very 
thankful for Restore Points. Relatively speaking, while still challenging, the 
third game of the trilogy feels a bit more relaxed. 

On the other side of the coin, we have the Donkey Kong Land series. 
Contrary to popular belief, these are not downgraded ports of the Super 
NES games (though a Game Boy Color version of the first DKC came later); 
rather, these games were concurrently developed with their console big 
brothers and feature a lot of original content. A further plus is that David 
Wise's compositions do wonderful things with the Game Boy's sound chip; 
on the downside, none of the three features its Super Game Boy color 
palette as an option (nor is the third the Game Boy Color version). 

Perhaps the greatest difference can be found in the original Donkey 
Kong Land, in which Cranky challenges DK and Diddy to get back the 
banana hoard by adventuring on a less powerful system (yes, seriously). 
Most of the core gameplay of the first DKC remains intact, but with new 
enemies, new bosses and new worlds, including Big Ape City – the setting 
of the original Donkey Kong, and one unlike any other in the series. Rare 
applied the same Advanced Computer Modeling to this game, and the 
results are at once impressive yet convoluted, making the action difficult to 
follow at times. Throw in some iffy controls and a few bugs, and you wind 
up with a Game Boy title that features some of the most rewarding content 
through some of the most confounding gameplay. 

Donkey Kong Land 2 irons things out considerably. First and foremost, 
the graphics style has been overhauled; while the visuals are still detailed, 
they aren't so detailed as to overwhelm the eye with the system's four- 
color palette, and background and foreground objects are separated by 
darker and lighter greys, respectively. The controls feel much more respon- 
sive in this one, too. The only downside is that, unlike its predecessor, the 
game is more of an adaptation of the Super NES game, featuring the same 
story and worlds, but with most content remixed somewhat - while other 
stuff was removed due to hardware limitations. If you want a slightly differ- 
ent version of DKC2 on the go, this will serve that purpose, but there's little 
incentive to play beyond that. 

Finally, there's Donkey Kong Land III. Keeping the improvements of its 
predecessor, this semi-sequel to its Super NES counterpart features a new 
story and worlds, but with some returning bosses. In a way, it's the best of 
both worlds — er, Lands. 

Rare's Donkey Kong series is a great lot of classic gaming, and interest- 
ingly, you could say that the Game Boy titles have actually managed to hold 
up better than their console counterparts in some ways. Either way, they're 
all worth playing in their own ways - just be sure to get them before 
Nintendo thinks about pulling them from the eShops again! - DAVID 
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They're Finally Here, Performing for You! 
FOR BETTER AND worse, no game DONKEY KONG 64 


exemplifies Rare’s N64 output like Donkey Kong 64. Originally released in 1999, 
this game was responsible for bringing DK and the rest of the Kong family into 
three dimensions, eschewing the straightforward platforming of Donkey Kong 
Country for a more open-ended adventure in the vein of Super Mario 64. The 
end result was a charming and frequently enjoyable title, though its over- 
reliance on item collecting made it one of the studio’s weaker efforts. 

Like Mario 64 and Banjo-Kazooie before it, Donkey Kong 64 tasks you with 
exploring several imaginative worlds, each filled to the brim with collectible 
items. Where the game sets itself apart from those two, however, is in its sheer 
Scope - not only are the stages larger than any of those found in the aforemen- 
tioned titles, they contain considerably more to do. You'll take control of not 
one but five different playable Kongs, all of whom have their own unique abili- 
ties and designated collectibles. The level design makes great use of each 
Kong's skills, and exploration feels particularly rewarding as you figure out 
which Kong you need to progress through certain areas. 

The rest of the game is similarly varied, featuring a wealth of different 
gameplay styles. In addition to platforming challenges, many levels contain 
mine cart tracks, aerial races, shooting segments, minigames and more. Not all 
of these are perfectly realized, but the breadth of challenges ensures that the 
adventure remains consistently surprising. 

As fun as the gameplay is, however, Donkey Kong 64 would have certainly 
benefited from some trimming. In addition to the 25 Golden Bananas hidden 
throughout every level, each Kong has 100 of their own distinctly colored 
bananas to collect. Then there are Banana Fairies to photograph, Battle Crowns 
to win, Blueprint Pieces to retrieve, Banana Medals to earn - and that's only a 
sample of all the collectibles you'll be hunting! It's hard to fault Rare for includ- 
ing too much content in Donkey Kong 64, but collecting all of these items 
begins to feel like busywork, and having to switch between Kongs so frequently 
interrupts the flow of the game. 

There's no doubt Donkey Kong 64 could have been another true classic had 
the studio pared away some of its excess elements, but as it stands, the game is 
still a lot of fun. If you missed it in 1999 or simply enjoy classic 
3D platformers (of which there are too few these days), then 
give it a download! - KEVIN K. 


ORIGINAL RELEASE: N64, 1999 PUBLISHER: NINTENDO 


DEVELOPER: RARE 
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COMIC BREAK 


VONKEY, MY BOY! we 
VO YOU REMEMBER THAT І GUESS.. 


TIME YOU SAVED ME 


WAIT HERE... 
M [4 
FROM THAT MARIO FELLA DK BE LIGHT BACK... 


YOU LEFT OUT DETAILS! WELL, WELL, WELL... 
MAKE DONKEY LOOK STUPID! IF IT I2N?T THE USURPER! 


Toa 


BY MARK KELLY 
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SAY HELLO TO STOVEPIPE 


SO YOU'VE COMPLETED the entire story campaign, unlocking all 12 
main playable characters along the way. You've even somehow scored all 
four Fire Emblem amiibo to add Marth, Ike, Lucina and Robin to your 
roster. But you're not done yet! Code Name: S.T.E.A.M. has hidden away a 
secret 17th playable character: a robotic warrior called Stovepipe. 

Stovepipe - named for President Lincoln's famous hat - is a human- 
scale version of the giant A.B.E. mech you pilot for major boss battles 
throughout the game. His Drill Punch is no joke, even on a smaller scale! 

To unlock him, you simply need to earn 100,000 Medals. That isn't 
hard to do - it's just time-consuming. To expedite the grind, try playing 
Levels 1 and 11 over and over again on the Merciless setting. 


ACCESSING THE SECRET ALLEYWAY 


= 
ADVENTURES 


ANGER MANAGEMENT 


SEVERAL FAMILIAR SECRET codes can be entered from the title 
screen of this retro-styled adventure. Simply enter a code, and a text con- 
firmation will appear along with a voice saying, "Let’s do this!" That is, 
unless you try the Konami Code (Up, Up, Down, Down, Left, Right, Left, 
Right, B, A), which will deliver a parody of the blue screen of death. 

For Big Head Mode, enter A, B, A, Y, A, B, B. For Hedgehog Mode, use 
Up, Down, Left, Right, A. For Super Mecha Death Pony 2000 BC Mode, 
enter Up, Up, Up, Y, Y, Y, Up, Up. Finally, to unlock all of the playable char- 
acters and levels, use Down, Left, Left, Up, Right, Right, Up, Down, Left, 
Left, Up, Down, Up, Up, Up, Up. (To understand where that last code came 
from, watch the Top Gun episode of the Angry Video Game Nerd. But 
again, as we advised earlier, use proper parental judgment.) 


M ———-- 


YOU WANT TO HOLD MY HAND 
THROUGH A VIDEO GAME??? 


Enter a URL or search term. « 


= m. mm ки, = 
: 

IF YOU HAVE a New Nintendo 3DS (regular or XL), you own one more game than you T T T 7 л d Fen 
thought! First, make sure your firmware is up to date. Next, open the new page screen in 
the Internet Browser. On an empty spot on the page, tap out the rhythm of the first six 
notes of the Super Mario Bros. theme on the touchscreen - the bookmark heading will 
then become "Stage Select." Choose a bookmark, and you'll be greeted with a Breakout 
game! Control the paddle with the stylus, Circle Pad or D-Pad and keep the ball bouncing 
to break all the blocks. Their pattern is based on the URL of the bookmark you picked! 
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WHEN COMPLETING THE 
“SPECIAL WORLD” OF THIS GAM 


E 
Ш WHAT IS THE END BONUS AND WHY 
DID NINTENDO ADD THIS? 


PM GLAD YOU asked! Super Mario World's 
Special World is one of my favorite secret areas 
in any Nintendo release. 

What I love most about it is that Nintendo 
really went wild with some of the levels, adding 
in new concepts and pitfalls that weren't in any 
other portion of the game, or any other Mario 
game since for that matter. It's also peculiar that 
each stage is named after a goofy slang term – 
as a kid who watched Teenage Mutant Ninja 
Turtles, my favorite was always "Tubular."Also of 
note is the fact that there's a Super Famicom 
logo at the top of the level select, which might 
have looked weird to most people in the US. 

Completing it will not only reward you with a 
ton of coins at the end of the last "Funky" stage, 
but will also completely change the game's 
weather into a more autumn-like state. In 
addition to switching up the color palette a bit, it 
also morphs some enemy types into some rather 
weird variants — Koopa Troopas, for example, 


SUPER MARIO WORLD is one of the cleanest, 
easiest to play Mario games ever made. What I 
mean by that is you can pick up and play it in an 
instant, and you could very likely end up beating 
it in one sitting. 

Super Mario World's not as frustrating as 
some of the older games in the series, mostly 
because it gives you more tools to succeed, 
more powerful power-ups and multiple paths to 
forge ahead and fight Bowser. Heck, there's even 
aroute where you can legitimately complete the 
game using Bowser's Back Door in roughly 15 
minutes! It'S a completely open-ended game. 

In terms of difficulty, outside of the Special 
World, it's relatively tame compared to its prede- 
cessors. And you know what, that's totally OK! 
When I was younger, Super Mario World was able 
to captivate the minds of many of my peers 
unlike any other Mario game before it, mostly 
because of how accessible it is. While there is a 
small learning curve to items like the Cape, once 
you get the hang of it everything feels incredibly 
crisp and precise. 

When I'm talking power-ups, Yoshi has to be 
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put on Mario masks to become "Mask Koopas." 
In the SNES version all you have to do is get 
through the Special World, but in the GBA 
remake you'll have to find every exit in the game 
to access the seasonal shift and enemy changes. 

In short, the Special World's basically an 
excuse for you to replay the entire game in a 
completely new light, even if the gameplay is 
fundamentally the same. (In case you weren't 
aware, you can also hold down L and then press 
R to re-enter castles you've already cleared. I 
remember discovering this secret after dying a 
bunch of times in a Ghost House, mashing the 
controller in frustration.) 

As for why Nintendo added it in, I'm not quite 
sure. A lot of times developers sneak fun little 
things into games just to see if they can get 
away with it. I’m sure that's not the case here as 
the Special World is pretty expansive, but 
whoever decided to add it in crafted a very 
special little piece of gaming history. 


DO YOU THINK SUPER MARIO WORLD 
MEASURES UP TO THE DIFFICULTY OF 
GAMES WE PLAY TODAY? HOW DOES IT 


Ш COMPARE TO SUPER MARIO BROS. 3 
AND WHICH DO YOU BELIEVE IS THE 
BETTER GAME? 


in that conversation. Although he's technically a 
pick-up, he doesn't feel like it, as Nintendo 
created something a bit more special here – an 
emotional attachment. Although you can ditch 
him to get a bigger leap over a cliff, you felt bad 
while doing it — which was pretty much unheard 
of at the time. It gets even better once you start 
discovering Yoshi's special variants, with powers 
like fire breath, free flight and earthquaking 
stomps. Yoshi catapulted into the spotlight, and 
he completely deserved it. 

In terms of which game is "better," it's really 
tough to make a clear-cut decision. | really liked 
how Super Mario Bros. 3 shook things up signifi- 
cantly, and although | do like how Super Mario 
World’s map feels connected, the third game had 
some really cool secrets like the Warp Whistles 
and rowing out to sea on a canoe to find hidden 
islands. Minigames also did a great job of 
breaking up the action, moreso than the Switch 
Palaces in World. 

Still, | think Super Mario World takes it in the 
end for all of the reasons | stated above. It really 
is a must-play game, even today. 
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QUESTIONS FOR THIS 
EDITION OF COUNSELOR’S 
CORNER WERE SUBMITTED 


BY NF SUBSCRIBER 
WALID ABIZAHR. 


DI INGIS | 
Double Trouble! 
GETTING A FULL completion in Donkey Kong 
Country 3 is pretty crazy - in fact, a 100% rating 
isn't even the highest score you can earn! 

The reward for all of this hard work is the 
true ending. To earn it, you'll need to unlock the 
Gyrocopter by earning all 41 DK Coins, then fly 
up to the Queen Banana Bird in the upper left- 
hand corner of the map. She'll inform you how 
many Banana Birds you need to save her, which 
you can locate on the overworld. But wait — to 
get one of the last DK Coins, you'll have to earn 
all 85 Bonus Coins to unlock the Rocket Rush 
stage, which hosts its own DK Coin hidden inside 
of it! 

This whole process is easier if you take it step 
by step. You can get all but three Banana Birds 


HOW WOULD YOU GO ABOUT 
COMPLETING THIS GAME 100%, 
AND WHAT IS THE COMPLETION BONUS? 


through normal gameplay, but to push yourself 
over the limit to rescue those last critters and 
earn 10396, you'll eventually need the assistance 
of the Gyrocopter. It's interesting to note how 
this whole scheme works, on a tier-like system in 
regards to its collectibles. Once again, it's 
Banana Coins, then DK Coins, then all of the 
Banana Birds, then the ending. Once you have 
everything, just head over to a Save Cave and 
you'll see the fruits of your labor in video form. 

If you're even crazier, you can opt for the 
10596 completion rate, which you'll earn after 
beating the game on the toughest difficulty 
setting. To unlock it, highlight a save, then press 
L, В, R, L, R, R, L, R, L, В. Then enter the code 
"TUFST." Good luck! 


ЕА Е 


WHATS YOUR FAVORITE THING ABOUT THIS GAME, 
AND WHY? WHY DO YOU THINK THIS GAME IS LESS 
FAVORED THAN THE OTHER TWO DONKEY KONG 
COUNTRY GAMES ON THE SNES? 


ONE OF MY favorite things about writing this 
Counselor's Corner column is having to chance 
to interact with fellow Nintendo fans. As a result 
of this question I went back and discovered a 
newfound love for Donkey Kong Country 3, which 
is something I really didn't expect. So thanks! 

The original Donkey Kong Country was such a 
simple game, and I think that's why people like it 
so much. There's no real open-map exploration 
to speak of - it's a completely linear adventure 
from start to finish. That reason alone is why it 
will always be one of my favorite speedrunning 
titles, because it's such a clean game all the way 
through. You don't even have to be an expert to 
finish it in under an hour! 

Donkey Kong Country 2: Diddy's Kong Quest 
tried a few new things, and for the most part 
succeeded. Diddy and Dixie work perfectly 
together, and are probably the most unique duo 
in the series. Dixie's hair spin move changed 
everything, as you could feasibly jump off any 
cliff and spin your way into a secret area. The art 
style is also one of the best on the SNES, and 
musical tracks like Stickerbrush Symphony will 
go down in history. 

Where | think Donkey Kong Country 3 went 
wrong with so many gamers is that it took too 
many risks. While the second game reined it in a 
bit in terms of exploration, the third iteration 
kind of goes nuts right from the start. 


Before anyone figured out what Banana Birds 
were and that they allowed you to access a 
secret ending, a lot of the vehicular portions of 
the map were utterly confusing and seemingly 
pointless. One set of sidequests even involves a 
series of Zelda-like item trading, which is 
encroaching on RPG territory. 

After booting it up, it's not even clear what 
you're supposed to do. You can go swimming in 
a lake. You can check out random items you 
can't afford like a shell and a mirror at a general 
store. You can rent a boat to go who-knows- 
where! Eventually, though, you'll start to realize 
that the main map actually leads to a bunch of 
smaller hubs, and it gets easier from there. 

t's because of these mechanics and more 
that Donkey Kong Country 3 is misunderstood. 
It's a vast game with a lot of moving parts, and 
although I'm not a huge fan of Kiddy Kong (both 
stylistically and gameplay-wise), I’ve come to 
respect him more over the years. As for my 
favorite part? The fact that Rare kept Dixie 
as the lead! 

n the end, Diddy's Kong Quest takes 
the cake for me. It's just the perfect 
storm of a great pair of interesting 
characters, flashy levels and precise 
platforming. But you don't have to 

take my word for it! David's review 

is back on Pages 32 and 33. 
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DISNEY INFINITY 3.0 


The toys-to-life series travels to a galaxy far, far away. 


COMING AS A shock to absolutely 
no one, the third installment in the 
Disney Infinity series will turn its 
attention to the stars. Star Wars is 
coming back in a big way this year, 
after all, with the theatrical release of 
the wildly anticipated Episode VII: The 
Force Awakens coming this December. 
But rather than tap into the new char- 
acters, creatures and worlds that will 
be featured in that new film, Infinity 
3.0 will instead look to the past. 


Luke Skywalker and Princess Leia 
will leap back into video game action 
through the "Rise Against the Empire" 
playset, which will see the twins of the 
original movie trilogy facing off 
against, of course, the villainous Darth 
Vader. But if you or the young Star 
Wars fans in your life are more tuned 
in to more recent Star Wars films and 
TV shows like the Clone Wars cartoon, 
there will be a second playset that 
focuses on that piece of the franchise 
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timeline as well: the "Twilight of the 
Republic" set. In it, Anakin Skywalker 
and Ahsoka Tano will embark ona 
mission to discover the truth behind 
the sudden appearance of a new droid 
army. 

It will be the latter set that will be 
packed in alongside the Infinity portal 
to create the Starter Pack for Infinity 
3.0, so that will be the only box you'll 
need to buy if Anakin and Ahsoka are 
the ones you want to adventure with. 
The other characters and the "Rise 
Against the Empire" set will be sold 
separately, and beyond Luke and Leia 
you'll be able to buy Infinity figures 
depicting Han Solo, Obi-Wan Kenobi, 
Yoda, Chewbacca, Darth Maul and 
Darth Vader. (Finally, a chance to take 
cinema's greatest villain of all time 
and force him to race go-karts with 
Buzz Lightyear and Iron Man!) 

That kind of character crossover 
fun will continue with this new Infinity, 
as it won't all be about Star Wars — 
several new Disney and Marvel char- 
acters will be joining the mix this year 
too. Chief among the new additions 
will be Joy, Anger, Disgust, Sadness 


— DISNEY INTERACTIVE 
AVALANCHE 
SOFTWARE, NINJA THEORY, SUMO DIGITAL, 
STUDIO GOBO & UNITED FRONT GAMES 
Q3/Q4 2015 (WORLDWIDE) 


and Fear, the five Emotions who hail 
from Pixar's upcoming film Inside Out. 
That movie will open in theaters on 
June 19 (not long after this issue goes 
out!), but you'll have to wait until later 
in the year to buy and play with the 
figures, as they'll only be compatible 
with 3.0, and not older Infinities. 

From the Tron universe, Sam Flynn 
and Quorra (introduced in 2010's Tron: 
Legacy) will be getting physical figures 
for the first time, after having been 
playable already in Infinity 2.0 (but 
only the PC and iOS versions). The toy 
release will herald their addition to 
the console versions' ranks of heroes. 

New Marvel-themed figures, Ultron 
and Iron Man in his Hulkbuster armor, 
will play off of the recently released 
Avengers: Age of Ultron film. Frozen 
will be getting a new representative: 
Olaf, everyone's favorite snowman. 
Mulan will be showing up to represent, 
well, Mulan. And finally, for the first 
time, Mickey Mouse will be available 
as a figure as just himself – no longer 
wearing his Sorcerer's Apprentice 
outfit. (He'll be joined by Minnie too.) 

Allin all, it's looking like a whole lot 
to look forward to for Disney Infinity 
(and Star Wars) fans! - LUCAS 


THE EXPLORATION HAS begun. 
After years of anticipation, the epic 
follow-up to Xenoblade Chronicles has 
finally been released! 

... in Japan. We gamers living else- 
where around the world will still have 
to wait a little while longer before we 
can set foot onto the alien soil of the 
planet Mira too, but at least Nintendo 
of America has begun rolling out 
English updates, like a surprise April 
Nintendo Direct video that gave us a 
short-but-sweet look at the expansive 
new lands we'll be able to explore 
Soon. 

Your quests across the expanses of 
Mira will bring you to five different 
regions, each of them home to a 
unique visual style in its environment 
(and its own unique dangers to avoid 
as you explore). The story begins on 
the continent of Primordia, the site of 
the crash-landed spaceship that has 
become New Los Angeles, the center 
of all remaining human life. Primordia 
is defined by grasslands, lakes and 
other common "entry zone" RPG 
features - it will be the least intimidat- 
ing place to be. 

To the northwest of NLA lies the 
continent of Noctilum, a water-heavy 
zone with a mystical ambience that 
should recapture some of the magic of 
the first Xenoblade Chronicles' most 
visually memorable regions. 

To the east of NLA lies Oblivia, the 
desert region of Mira. Expect little 
respite there, except when you're near 
its massive oasis. 

If you make it across the island 
chain to the north, you'll come to 
Sylvalum, the closest thing Mira's got 
to a winter wonderland. Its arid tundra 
likely won't inspire your party to start 
singing Christmas carols, though – 
you'll just be trying to survive. 


PUBLISHER: NINTENDO 
DEVELOPER: MONOLITH SOFT 
RELEASE: TBA 2015 (NORTH AMERICA & 
EUROPE) 


Finally, if you somehow endure all 
of the other obstacles along the way 
to getting there, you'll come to the 
fiery furnace of Cauldros, far to the 
north. Expect the game's fiercest 
enemies to be lying in wait there. 


XENOBLADE CHRON 


Early word from Japanese players 
is that Mira is so immense that total 
play times north of 100 hours will be 
needed to see it all (and some are 
claiming that number is closer to 
200). | personally have no idea how I'll 
find the time! (See Pages 72 & 73 for 
my Xenoblade Chronicles 3D review.) 
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We at least have one bit of help in 
shortening the distances: the Skells. 
(That’s the new English name for the 
Dolls – the mech suits you can pilot.) 
I'll have to invest in the fastest Skell | 
сап, I'm sure, if I’m to have any hope 
at all of completing my planetary 
survey! - LUCAS 
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FIRE EMBLEM IF 


THE 3DS MAY be entering its twilight 
years, but Nintendo’s making a strong 
case that some of the handheld's best 
games still lay ahead of it. Arguably 
the most exciting is the next install- 
ment in the Fire Emblem series, 
known as "Fire Emblem if" in Japan. 
Developed by series stewards 
Intelligent Systems, the game builds 
upon the foundation laid down by its 
immediate predecessor, Fire Emblem: 
Awakening, but adds plenty of its own 
twists to the formula to make the 
experience wholly distinct. 

Like Awakening, this upcoming Fire 
Emblem game casts players in the role 
of a customizable avatar. Unlike that 
title, however, which primarily 
followed the story of Chrom (with 
Robin, the player character, playing a 
secondary role), your avatar in the 
new Fire Emblem serves as the game's 
main character. This marks the first 


time in the series' history that a cus- 
tomizable avatar takes up the mantle 
of protagonist, allowing Intelligent 
Systems to explore new storytelling 
opportunities that wouldn't be 
possible with a more traditional hero. 

From the game's outset, you'll find 
yourself torn between two conflicting 
kingdoms: the peaceful Hoshido, and 
the warmongering Nohr. Your avatar 
was born of the Hoshido, but from 
youth was adopted and raised by the 
Nohr, giving you a unique perspective 
on the conflict. In time, you will be 
forced to choose which kingdom to 
support. Will lineage dictate your alle- 
giance to the peace-loving clan to 
which you were born? Or are you 
bound by loyalty to the power-hungry 
family in which you were raised? 

It's certainly not an easy choice to 
make, and your decision will have sig- 
nificant repercussions on the course of 
the story. Siding with the Hoshido will 
result in a more traditional Fire 
Emblem experience, as you attempt to 
fend off the encroaching Nohrian 
invasion. Because of this similarity to 
previous Fire Emblem games, joining 
the Hoshido is the more accessible of 
the two options, making it the ideal 
path for newcomers to the series. 

By contrast, pledging allegiance to 
the Nohr will lead to an experience 


that's radically different. In this path, 
your character must revolutionize the 
unruly kingdom from within, resulting 
in a more complex tale with a higher 
difficulty level. 

And if you have trouble choosing 
between the two sides, Nintendo will 
be releasing a third, neutral story path 
- in which you align with neither 
kingdom ~ as add-on content following 
the game's launch. 

Regardless of which path you 
choose, the underlying gameplay will 
remain the same. As in every Fire 
Emblem title, the story is told through 
a series of chapters, each of which 
unfolds like a game of chess. You 
command an army of units – all of 
whom are fully realized characters 
with distinct names and personalities 
- and must carefully position them 
around a grid-based battlefield to 
defeat the opposing forces. Many of 
the features pioneered by Awakening 
are retained for this installment – 
along with the Casual setting, which 
disables the series' signature per- 
madeath feature (allowing fallen allies 
to return after every battle), you'll 
once again pair units up on the battle- 
field, which will bolster their stats and 
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allow them to unleash tandem attacks. 

This new Fire Emblem game even 
introduces a few of its own gameplay 
tweaks. Unlike any previous install- 
ment in the series, weapons no longer 
have a set durability, allowing you to 
use your favorite armaments without 
breaking them. The game also intro- 
duces another new difficulty setting. 
Dubbed "Phoenix," this mode allows 
fallen units to revive at the end of 
every turn, making the series even 
more accessible to those who were 
turned away by its characteristic diffi- 
culty. 

With a deeper narrative and new 
gameplay wrinkles, the next install- 
ment of Fire Emblem is one of the 
most exciting games still to come for 
the Nintendo 3DS. The title isn't sched- 
uled to arrive in North America and 
Europe until sometime next year, but 
fans in Japan will have a chance to 
delve into its wartorn battlefields this 
June, where the game will be released 
in two versions (one for each 
kingdom). Whether or not the two- 
version approach will be the case for 
its Western release remains to be 
seen, but in any event, 2016 is shaping 
up to be a great year for Fire Emblem 
fans! - KEVIN K. 
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FIRE EMBLEM 


CIPHER 


Strategy's in the cards. 


CELEBRATION OF THE 25th anniversary of 
the Fire Emblem series is alive and kicking in 
Japan, and to give the franchise an even bigger 
push in its home country, Nintendo and 
Intelligent Systems are bringing a new trading 
card game to the market. It's called Fire Emblem 
Cipher, and its various packs will start hitting 
Japanese store shelves in June. 

The first two full-deck starter packs bring 
characters from the first game (Shadow Dragon 
and the Blade of Light) and the latest entry 
(Awakening) to the forefront. The decks will each 
feature 50 different playing cards, and players 
can expect to find the likes of Chrom and Tharja 
depicted within. There will also be regular 
boosters which will include 10 cards apiece. 

Even if Fire Emblem fans are uninterested in 
playing a traditional card game, they may still 
want to buy these — because both the boosters 
and starter decks will contain download codes 
that will add classic characters to the new Fire 
Emblem if. Marth, Lucina, Minerva and more will 
become playable this way (though we don't know 
the details of how long they'd join the fight, or 
any other restrictions on their recruitment). 

Speaking of Fire Emblem if, its cast of new 
characters will get their own Cipher cards too. 

So will it leave Japan? We certainly hope so, 
but there's been no announcement yet! - DAAN 
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SHIN MEGAMI TENSEI 


X FIRE EMBLEM «il lives! 


I THOUGHT THEY forgot. My dream crossover 
project, Shin Megami Tensei X Fire Emblem, was 
announced way back in January 2013 - but there 
has been so little new information released on it 
since then that many fans, myself included, 
though it must have been abandoned - a forgot- 
ten dream. 

So it was a total shocker to finally get an 
all-new trailer in April, seemingly out of nowhere! 
And what we saw in it was nothing like | imagined 
it would be - I'm still flabbergasted at it all. 

The game, known in Japan as "Revelation of 
the Illusion ZFE," brings us a tale of everyday life. 
The trailer introduces us to a group of high school 
students who are being sucked into a secret 
world of fantasy. While there are clear references 
made to the Fire Emblem universe - in how the 
characters dress in battle and what weapons they 
wield - the overall look seems to have more of a 
modern RPG flair. We see the player exploring 
areas without being restricted to a grid for 
movement, and the battles seem to have a 
dynamic arena flavor to them - though they're 
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supposedly still turn-based underneath all the 
new flash and pizzazz. 

What’s also really noticeable are the many ref- 
erences made to music, beginning with the sharp 
symbol ("#") in the Japanese title. We also see 
popstars rocking these arenas and seemingly 
playing a rather big role in the story. There’s 
some sort of a dance club, and the female lead is 
following the beat of a song with her foot. What 
does this all mean? I'm not sure quite yet, but I 
am extremely curious to find out. 

Also still unclear is how players will progress 
in this adventure, or how welcoming it will be for 
players of different skill levels. 

My favorite moment of the trailer was the 
female lead landing with a mecha Pegasus next 
to the Shibuya building. This was a longtime 
dream of Nintendo producer Hitoshi Yamagami, 
who said in July 2013 that, "For a long time, I've 
wanted to create a Fire Emblem in our times, in 
the real world. Imagine a Pegasus that comes 
from the sky and lands on Building 109 of 
Shibuya, Tokyo. | always thought that would be 
incredible." Yamagami finally got his wish and I 
finally got mine. We'll see how the crossover 
turns out when it launches in Japan! - DAAN 
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LEGO JURASSIC WORLD 
Hold on to your butts! 


THE SUMMER BLOCKBUSTER movies of 2015 are upon us, and 
no release in the month of June is bigger than Jurassic World, the 
first new sequel in the dinosaurs-on-a-rampage action series in 
nearly 15 years. That's a pop culture event for sure, and whenever 
a pop culture event is happening, you can bet that TT Games is 
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YOSHI'S WOOLLY 
WO R LD Keepin’ things Mellow. 


going to be there to poke fun at it with their patented brand of 


parody starring puny 


play as a tiny, plastic 


plastic people. 


LEGO Jurassic World will land on store shelves the same day 
the new film opens in theaters, and it will, of course, adapt the 
characters, settings and events of the movie into slapstick 
playable form. (So if you missed unlocking Star-Lord in 2013's 
LEGO Marvel Super Heroes, this will be your second chance to 


Chris Pratt.) 


But that's not all! This game packed with prehistoric creatures 
will also reach backward in time by about two decades to bring 
back the people, places and plots of the first three Jurassic Park 
films as well. Overall, 
evels, drawing inspiration from each of the four films for five 


the game's scheduled to have 20 total 


stages apiece, to evenly share the load (though, personally, I 
wouldn't have minded if Jurassic Park III were only the source 


material used for one or two). 


What classic moments from the earlier movies will make the 
cut to become playable scenes? The T-Rex chasing the Jeep from 
the original film is a must-have, along with a challenge to stay 
perfectly still so the beast won't see you. (Her vision's based on 
movement, you know.) The Lost World? Tangling with two Tyran- 


nosaurs at once wou 
form). And III? Well, t 
that one, so that wou 

Overall, gameplay 


d be appropriately frightening (even in LEGO 


hey did have dive-bombing pteranodons in 
Idn't be too bad to play. 


should follow the same tried-and-true LEGO 


formula, but setting 
you'll be able to play 


hings apart somewhat will be the fact that 
as the dinosaurs! Now all we'll need is an 


"eat the lawyer on the toilet" minigame. - LUCAS 


THE MOST RECENT Yoshi titles haven't 
exactly been the cream of the crop. 
Yoshi's Island on the SNES is still seen as 
the series' high watermark, and it came 
out 20 years ago now! After that, we got 
some decent spin-offs . . . but there were 
also some pretty lackluster outings. 
(We're looking at you, Yoshi Topsy Turvy.) 
It's been tough to see Yoshi treated this 
way, especially for big fans of Mario's 
second best bud in green (like me). 
Thankfully, the tradition of shoddy treat- 
ment seems to finally be going away with 
the impending release of Yoshi's Woolly 
World. 

In a recent Nintendo Direct, we caught 
a glimpse of some new ideas at play 
since the last time the game popped up. 
Everyone's already been pulled in by the 
ridiculously gorgeous yarn visuals and 
traditional platforming, but it seems the 
game's designers have a few other tricks 
up their sleeves - like the newly 
announced "Mellow Mode." Nintendo's 
head honchos made a point to promise 
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that Yoshi's Woolly World will provide a 
challenge for those who like their plat- 
forming on the tougher side, but new- 
comers will be able to swap over to the 
easier-to-handle Mellow Mode on the fly. 
And "on the fly" is doubly descriptive 
here, as after making the simple selec- 
tion to switch to Mellow Mode in the 
pause menu, you'll see your Yoshi sprout 
a set of wings that will let him fly to 
safety above and around all obstacles. 
No more platforming jumps needed! 

As if everything we’ve been shown 
wasn’t already enough, Yoshi’s Woolly 
World is also going to launch alongside 
three brand-new Yoshi amiibo! These 
aren't just any old amiibo, though – 
they're actually crafted out of yarn to 
match Yoshi's in-game appearance. How. 
on earth could any self-respecting 
Nintendo fan resist the call of this ultra- 
cute inclusion?! You'll have your choice 
of green, blue or pink yarn Yoshis, but 
let's not fool ourselves – we know collec- 
tors will want all three! Those lucky 
enough to grab one will be able to tap it 
to the GamePad to hatch an Al-controlled 
partner Yoshi in the game. - KEVIN C. 
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ANIMAL CROSSING: 


HAPPY HOME DESIGNER 
All the decor, without the chores. 


HAVE FUN GETTING in touch with 
your inner interior decorator this Fall, 
because Animal Crossing: Happy Home 


Designer is coming your way! In develop- 


ment now for the 3DS, this new Animal 
Crossing spin-off tasks you with tailoring 
each of your neighbor's houses to their 
specific tastes – without having to go 
through all of that pesky fishing and 
tree-shaking (and digging and bug 
catching and item-fetching апа...) that 
was found in the previous games in this 
series. 

Animal Crossing: Happy Home 
Designer will be the first official game to 
use amiibo cards, which serve the same 
purpose as the standard amiibo but are 
less expensive and can be produced in 
greater abundance with a wider variety 
of characters. The amiibo cards can be 
used to invite other denizens of the 
Animal Crossing world into your game, 
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where they can interact with each other, 
have fun playing with the objects in their 
surroundings or pose for pictures you 
can take. So far Isabelle, Peanut and 
Goose are the only villagers known to be 
among the first group of cards that will 
be released (for a larger look at all three 
of their cards, flip back to Page 9). 

We don't yet know how much Animal 
Crossing amiibo cards will cost, or how 
many you'll get in a pack - or if they'll be 
in packs at all! But it's safe to assume 
that collecting them all won't be easy or 
cheap, so you're advised to start saving 
those Bells now if you're an AC series 
fan! 

These new cards can be read directly 
by New Nintendo 3DS units, but don't fret 
if you don't have one: An external amiibo 
reader will also be released this Fall to 
coincide with Animal Crossing: Happy 
Home Designer's arrival. The reader will 
be able to interact with both standard 
amiibo and amiibo cards and will allow 
them to be scanned into games running 
on regular 3DS and 2DS units. - THOR 


PREVIEWS 


FATAL FRAME: 


ORACLE OF THE SODDEN RAVEN 
(Probably not its actual subtitle.) 


THOUGH THAT AWKWARDLY translated name will probably 
not remain the same when it leaves Japan, Nintendo has nonethe- 
less announced that the fifth installment in the Fatal Frame series 
will be on its way to Western gamers later this year. Co-developed 
by Nintendo and Koei Tecmo for the Wii U, this entry in the 
survival horror franchise once again employs the use of a camera 
in order to deal with hostile ghosts. This time, however, players 
will be able to make good use of the Wii U GamePad by wielding it 
as their "Projection Machine" camera, and even be able to twist 
and turn the device as though they're filming a model shoot in 
order to do additional damage to the photogenic phantoms 
before sealing them away. 

Setting this chapter apart further from its predecessors is its 
inclusion of more open areas to explore. Previous titles in the 
series took place in haunted Japanese mansions, but this outing 
features more spacious surroundings such as lakes and moun- 
tains, as well as the more eerily spiritual graveyards. Further aug- 
menting the surroundings is a constant rain, which leads to 
numerous environmental features with flowing water, as well as 
some soggy specters and a "wetness meter" which affects spiri- 
tual power. 

The story centers on Yuuri Kozukata, a young woman who 
works at an antique shop and carries within her the ability to see 
objects' "shadows," as well as to bring people back from the 
shadow world. She's approached with a request to find a missing 
person in the forest area of Mt. Hikami, at a time when the border 
between the world of shadows and the living has become blurred. 

The game was released in Japan last September, and it got 
good reviews. Particularly noteworthy was the praise of the Wii U 
GamePad's use as a means of immersing the player with a sense 
of "being there." Well, we'll get to "be there" soon too! - DAVID 
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MARIO MAKER 


Traveling through time through 
the power of custom level design. 


MARIO MAKER JUST keeps getting 
more and more features packed into 
it, which would explain why the wait 
for its release keeps getting more and 
more excruciating. With each new 
video we see, myriad mini-secrets and 
subtle details reveal how the title and 
its components will operate, cohabi- 
tate and play together. 

We already knew Mario Maker 
shares a lot of elements with 1992's 
Mario Paint in its creation menus, like 
the reappearance of the Undo Dog and 
the Save/Load Robot, along with 
similar layouts. We also knew the 
game will offer level creation with four 
different visual styles that the Super 
Mario Bros. series has seen through its 
history. But now, we've seen more of 
how those styles will mix and interact. 

With all of the elements introduced 
in the later games, there's a ton of ret- 
rofitting that's been done to incorpo- 
rate them into the earlier eras. For 
example, Chain Chomps never 
appeared in the original Super Mario 
Bros. — so Nintendo's had to "demake" 
the creature to create a new look for it 
that fits in with the 1985 aesthetic, in 
case you want to include a Chomp in a 
stage that's otherwise themed to look 
like that oldest game. Wigglers? They 
debuted in Super Mario World, so 
they've required two newly made "old" 
looks to match the NES titles. Even the 
common Hammer Brothers have a 
new 16-bit look, since they never origi- 
nally appeared in Super Mario World. 

We also wonder if you can change 
styles mid-level. Do you have to pick 
one to start? Or can the creator lock a 
level in a particular style? All options 
bring about interesting dilemmas. 
Nintendo's designers have quite a task 
in making all these work together, and 
the bevy of logistics that go into 
making it all work baffles the mind. 

One of the big questions is how the 
levels end. In Super Mario Bros. 3, you 
picked up an item card. In Super Mario 
World, you jumped through goalposts. 
But so far we've only seen flagpoles 
ending the levels. Will we get to pick, 
or will we see new flagpole designs? 
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We've also seen Yoshi on the Mario 
Maker portion of the website for the 
30th anniversary of Super Mario Bros. 
Incorporating him will be easy from 
Super Mario World on, but he'd obvi- 
ously need to be grandfathered into 
Super Mario Bros. and Super Mario 
Bros. 3. From decades-old interviews 
we know that Yoshi was supposed to 
appear in earlier games, but 
Nintendo's designers couldn't make it 
happen on 8-bit hardware. Perhaps 
now we'll be able to see and play the 
original vision on our own terms? 

Even the objects and enemies that 
already did appear in the older games 
all seem to have new tricks up their 
sleeves – Goombas can now swim, 
Bullet Bill Blasters can now be made 
to blast anything you want and the 
addition of wings to just about 
anything seems possible. Even a Fire 
Flower has been spotted with wings! 

Each new alteration to an old 
element that's revealed just gives us 
more questions to ask, though. Can 
you really put wings on anything? Can 
you pick up POW blocks? Do Wigglers 
still get mad in 8-bit? Will parachutes 
and bubbles come into play? Will 
Lakitu be able to fish? The possibilities 
Seem endless. Imagine beta-testing 
this beast! 

Perhaps the biggest unanswered 
question, though, is how Mario's 
various powers will be incorporated 
across the four visual styles. Will he be 
able to Ground Pound in all styles? 
We've seen Raccoon Mario and Caped 
Mario, but only inside of their respec- 
tive styles. Will they be available in the 
others? Will newer powers like the 
Propeller Suit and Penguin Suit be 
available? What about Gold Mario, 
from New Super Mario Bros. 2? 
(Maybe using the Gold Mario amiibo?) 

A lot has changed since the limited 
demo that appeared at E3 2014. 
Nintendo's artists could have kept it 
simple and stuck with just 1985 era 
Mario, offering other styles as DLC and 
not making them merge, but they love 
a challenge — and they also love to 
watch us challenge each other. Start 
brainstorming those devilish level 
designs, because Mario Maker's on its 
way! - BRETT 
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MONSTER HUNTER 
STO R | Е S Capcom’s new approach. 


THE MONSTER HUNTER franchise is 
evolving, as Capcom's announced a new 
spin-off entry in the series. Called 
Monster Hunter Stories, the RPG will put 
players in the role of riders in place of 
hunters, meaning it's possible to mount 
and ride on your own little Rathalos! 
And the differences don't end there 
with Monster Hunter Stories. Upfront, 
the most striking change for this spin-off 
is its visual style. In lieu of the series' 
normally more realistic and rugged rep- 
resentations of hunters and monsters, 
this game utilizes a much more colorful 
and cartoon-like approach. The style 
gives off a bit of a Legend of Zelda: Wind 
Waker vibe, which isn't a bad thing at all. 
As for how Monster Hunter Stories 
will play, Capcom didn't provide any 
details in this department. While labeled 
as an RPG, it'll be intriguing to see 
whether the developers continue with 
the franchise's well-known, action-heavy 
combat or present a more traditional, 
turned-based battle system. 


PUBLISHER/DEVELOPER: CAPCOM 
RELEASE: TBA 2016 JAPAN); TBA (NORTH 


AMERICA & EUROPE) 


Judging from the more lighthearted 
and friendlier visual stylings, Capcom 
appears ready to go after an even larger 
audience than the Monster Hunter games 
usually pursue. With that in mind, | 
presume Monster Hunter Stories will 
feature a simpler battle system than the 
mainline entries. (I doubt players will 
need to worry about things like whet- 
stone inventory and weapon sharpness.) 

I can also envision Monster Hunter 
Stories letting players pair up with the 
franchise's awesome beasts in battle. 
With Capcom's assertion that the RPG 
stars monster riders, maybe you create 
combos with your creature companions? 
The chance to shoot fireballs with a 
Rathalos, instead of dodging them, 
sounds like a nice twist and new perspec- 
tive for the series. Whether the develop- 
ers are leaning the same way is another 
question. 

And how multiplayer will fit in — if at 
all - is another mystery. 

As a spin-off game, though, it makes 
sense for Monster Hunter Stories to 
pursue and captivate not only diehard 
fans, but new players as well. Most 
people are turned off by the franchise 
because of its considerable difficulty 
curve, especially the initial climb up the 
steep cliff of learning the controls, the 
enemy's behavior and the various 
systems in play. Finding a more acces- 
sible entry point for newcomers with this 
RPG seems like a smart move and might 
pull more people into the larger fold. 

Capcom's reportedly toiled away at 
designing Monster Hunter Stories for five 
years, and it's still in the middle of devel- 
opment. We'll continue tracking this 
massive 3DS project as closely as 
possible as it evolves! - EVAN 
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PROJECT X ZONE 2 


Even more Sega, Capcom and Bandai Namco 
characters thrown into the blender together. 
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THE MOST FANSERVICE-PACKED crossover this side of the 
Avengers movies . . . .and Marvel vs. Capcom... and Super Smash 
Bros. (perhaps it's best not to continue this line of thinking) is 
poised to return to the 3DS in the fourth quarter of this year. 

Once more, a number of Capcom, Sega and Bandai Namco's 
finest come together to right wrongs and triumph over evil with 
more bombastic battle sequences than even Dragon Ball Z can 
muster. New and returning characters on the player's side include 
Chris Redfield and Jill Valentine from Capcom's Resident Evil, Leon 
S. Kennedy from Resident Evil 6, Kazuma Kiryu and Goro Majima 
from Sega's Yakuza: Dead Souls, Yuri Lowell and Flynn Scifo from 
Bandai Namco's Tales of Vesperia, Dante (in his classic look) and 
Vergil from Capcom's Devil May Cry, Erica Fontaine and Ichiro 
Ogami from Sega's Sakura Wars, Jin Kazama and Kazuya Mishima 
from Bandai Namco's Tekken, Akira Yuki and Kage-Maru from 
Sega's Virtua Fighter, Kite from Bandai Namco's .hack games, 
Haseo from Bandai Namco's .hack//G.U., Strider Hiryu from 
Capcom's Strider, Hotsuma from Sega's Shinobi and Natsu from 
Bandai Namco's SoulCalibur V, with more still to come. Meanwhile, 
the rivals named so far include Ustanak from Resident Evil 6, Solo 
from Strider, Dural from Virtua Fighter and Skeith from .hack. 

The original Project X Zone (pronounced Project "Cross" Zone) 
delivered fanservice in lieu of much substance, so while it was 
generally a fun time, it wasn't especially deep. This time around, 
however, the developers have taken the concerns held by fans of 
the original game into consideration - like the hurried nature of 
the story mode, the complexity of the battle scenes' visuals and 
the number of enemies found in a single map - and are looking to 
address each of them. 

Development is at 6096 completion as Bandai Namco moves 
toward a worldwide release before the end of 2015. - DAVID 
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LEGO DIMENSIONS 


The latest toys to come to life? LEGO minifigs! 


IN 2011, ACTIVISION’S Skylanders 
got the ball rolling. In 2013, Disney 
jumped into the fray with Infinity. Just 
last year, Nintendo took their turn by 
introducing amiibo figures, and now, 
here in 2015, another major video 
game publisher will be stepping into 
the burgeoning toys-to-life category of 
the gaming industry: Warner Bros., 
tapping into their long-running part- 
nership with TT Games and LEGO to 
bring us LEGO Dimensions. 

Four different toy-fueled franchises 
in five years! How’s your wallet 
holding up now, collectors? 

LEGO Dimensions explains itself 
almost instantly. Like its predecessors 
in this arena, it’s a game that hinges 
on you taking physical figurines and 
"scanning" them into the game world 
using NFC technology that’s housed in 
both a small chip inside each figure as 
well as a "portal" that serves as the 
characters' gateway into virtual life. 
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The thing that sets this particular 
toys-to-life product apart from the 
competition is that the toys coming to 
life here are actual LEGO minifigs — 
that means they're buildable, custom- 
izable and can be played with outside 
of the game with any other LEGO sets 
that may be laying around the house. 
(On the floor. Where you step on them 
when you try to walk to the bathroom 
at night.) Indeed, the building aspect 
of the LEGO brand will be emphasized 
right out of the box, as the portal will 
ship disassembled in the Dimensions 
Starter Pack – you won't be able to 
use it until you put it together! 

LEGO Dimensions may also be able 
to steal some of its rivals' thunder by 
offering an all-new selection of cross- 
over pop culture characters and 
settings, drawing both on past LEGO 
games and a few classic films that will 
be making their LEGO-ified video 
game debut here. For starters, The 


Lord of the Rings, The LEGO Movie and 
Batman will be represented by the trio. 
of characters who ship alongside the 
game: Gandalf, Wyldstyle and the Dark 
Knight himself. You'll be able to send 
Bruce Wayne on quests through 
Mordor and see the rogues of Gotham 
tremble before the might of Middle- 
earth's greatest wizard right out of the 
box. 

Beyond that standard set of three, 
a floodgate of game-expanding oppor- 
tunities will open up before anyone 
who has the cash to dig deeper by 
purchasing Level Packs, Team Packs 
and Fun Packs that will add new 
stages, characters and toys to play 
around with. The most prominent of 
these at launch will be the Back to the 
Future Level Pack, which brings Marty 
McFly, the DeLorean Time Machine 


and Marty's Hoverboard into the mix 
for a standalone adventure through 
Hill Valley (just a few weeks before 
October 21, 2015, which was the date 
when Marty arrived in the future in 
Back to the Future Part 11). That'd 
almost justify the price of admission 
on its own for huge BTTF fans like me! 

Speaking of prices, the Starter Pack 
will go for $99.99 on Wii U (there's no 
3DS version), while the Back to the 
Future Level Pack will be $29.99. Fun 
Packs will run $14.99 apiece, and char- 
acters you'll see through them include 
Wonder Woman and Cyborg from DC 
Comics, Legolas and Gimli (rejoining 
the Fellowship with Gandalf), more 
LEGO Movie characters like Emmet 
and Unikitty and even the Wicked 
Witch from The Wizard of Oz. (Or 
Elphaba, for all you Wicked fans.) 

The toys-to-life category's getting 
crowded, but LEGO Dimensions will 
surely build a new audience. - LUCAS 
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GUITAR H 


I CAN STILL remember the very first 
time I picked up a Guitar Hero control- 
ler: It was all the way back in 2005, 
and within a few hours, I was rocking 
it out on Expert. It was a rush, and 
within weeks | was crushing it at my 
local college. Then Guitar Него II came 
out, and the series caught on like 
wildfire. | had a lot more competition, 
as people were picking up copies by 
the bushel just to spread the word. 
Then came Guitar Hero III, and the 
novelty started to fade a bit, espe- 
cially with the release of Rock Band 
that same year. Then its publisher 
went full-Activision - between 2008 
and 2010, more than 10 spin-offs and 
additional entries (that's not even 
counting mobile games) were 
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released. Enough was enough. Guitar 
Hero was dead, and Activision killed it. 

But here we are five years later, 
and the series is ready to rise from its 
grave with Guitar Hero Live, promising 
a completely new direction. 

This time, they're not trying to 
directly compete with Rock Band. Live 
will focus entirely on the guitar, and it 
will be released for a variety of differ- 
ent platforms, including the Wii U. 
Activision is promising a "platform" 
through which to deliver songs as DLC 
- much like the Rock Band Network — 
and is remaining steadfast in their 
commitment to not annualize the fran- 
chise. (I'm sure they already have 
"Guitar Hero Live Presents: Taylor 
Swift" on a drawing board somewhere, 
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IVE Reunion tour! 


but for the time being, this is it.) 

With the renewed commitment to 
one instrument, Guitar Hero Live will 
focus on real-world concert experi- 
ences, with live crowds. Just like the 
weird uncanny valley crowd models in 
the past, these new music lovers will 
react to your performance, and 
Activision even hired actors to play 
"your band" while you jam it out — it 
either has the potential to be cool and 
immersive or a total gimmick. 

Gameplay, however, is relatively the 
same, with a "road" of notes flowing 
down the screen, forcing you to hit 
your frets and strum in time. Right 
now, a full story mode has been con- 
firmed in addition to free play and 
multiplayer, and announced artists 
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include The Black Keys, Rage Against 
the Machine, Judas Priest, Alt-J, The 
Rolling Stones, Pantera and even 
Skrillex. Sadly, there will be no 
backward compatibility support for 
older titles. 

Either way you slice it, it's tough to 
remain cynical — even taking into 
account Activision's history with the 
series. After all, since the recently 
announced Rock Band 4 isn't coming 
to any Nintendo platforms, this is the 
only way you'll be able to get your 
guitar fix later this year. - CHRIS 
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The new controller for Guitar Hero 
Live will feature six buttons instead 
of the typical five from older games. 


Now, they'll be layered into two rows 
of three, without those wacky colors 
you've come to love over the years. 


The change will be reflected in 


gameplay, as notes will now stream 
down the screen in just three lanes 
instead of five – but the notes will 
either be black or white, indicating 
whether you should hold the upper 


or lower fret button on the guitar. 
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"We have a substantial campaign planned for Splatoon. To give you 
an idea of the scale, we're matching Mario Kart 8 - that's the 
potential we think Splatoon has." That's a quote from Chandra 
Nair, Nintendo UK's marketing manager. And it shows - the 
Big N is giving Splatoon a huge push, the likes of which is 
almost never seen for an all-new, original property. Take 
a look at just some of the ways that oh is. d. 


g 


LIVE PROMOTIONAL EVENTS 


I'm betting that Nintendo's PR teams are having a blast brainstorming and 
pulling off every new promotion for Splatoon, as it's not often we get to see 
them put on actual live events! The "Splatoon Mess Fest" took place on May 
= = 15 at Santa Monica Pier, and it involved sending Nintendo employees and 
^ H4 Ф celebrities like James Marsden (Cyclops from the X-Men movies) through ink- 
М amiibo: soaked obstacle courses. And on the other side of the Atlantic, there’s a new 
Splatoon-themed skate park that’s just popped up in the UK! 


UNPRECEDENTED AMIIBO 


The first way Nintendo’s supporting Splatoon and setting it up to be a sales success 
is by hitching its wagon to a proven winner: amiibo. The amiibo brand is still only 
six months old, but as everyone has seen by now, these little NFC figurines have 
become insanely popular. Giving Splatoon three amiibo figures is almost entirely a 
sure bet that tens of thousands of rabid collectors will descend upon the game, 
spurred on by their desire to make use of their new little Inklings. (Well, if they 
decide to take them out of their package, that is.) Splatoon is the first game to get 
amiibo support without a built-in nostalgia factor – all previous amiibo have PP 
depicted characters we’ve known for years. It’s a huge vote of confidence! 
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A BEST BUY BUNDLE 


Could Splatoon be a Wii U system seller? You'd better believe it — especially 
since the game is being given its own Wii U hardware bundle that will be sold 
exclusively at Best Buy locations. That's another vote of confidence from 
Nintendo - since the system's launch with a copy of Nintendo Land packed 
inside in November 2012, the other games to be deemed big enough to sell 
the hardware itself have had names like Mario Kart, Super Smash Bros. and 
Skylanders. It's certainly lofty company! This bundle's existence also shows 
that Best Buy believes strongly in Splatoon, too - it feels like it's been a long 
while since major retailers have gotten behind Nintendo's products. 


FUTURE FESTIVAL FESTIVITIES 


Not all of the Splatoon marketing is external to the game itself, as there are also 
going to be regular in-game events called Splatfests. During 24-hour periods (the 
first one is June 20 for the US), you'll choose one of two teams to join, like "Team 
Cat" or "Team Dog." If your team does better overall, you'll earn an in-game prize! 


COMPELLING FOOTAGE 


Nintendo has, of course, been making full use of 
promotional videos in order to show off the splashy 


spectacle of Splatoon - the game got its own = 
Nintendo Direct presentation packed with over half an Squid ResearehLab 


hour of footage of the Inklings in action, as well as Video Reeord¢ 


announcements about upcoming events and updates. 


Even more impactful, though, may be the Splatoon TV 
commercials now airing around the world! (I can’t Cotsen 
remember the last time a new IP got TV spots.) 
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A TRULY ADDICTIVE DEMO 


Beyond an amiibo line and live events with celebrity attendees, beyond a new 
hardware bundle and TV commercials, the cherry on top of this entire, vast 
Splatoon push has been the Splatoon Global Testfire. There’s no better way to 
sell an addictive game like this than by giving people just a brief taste, and 
then yanking it away! And that’s exactly what Nintendo did. For only a few 
hours (one hour at a time – an extremely limited window each time), 
Nintendo allowed Wii U owners access to a fully functional demo of Splatoon's 
Turf Wars. Players around the globe logged on and tried to cram as much fun 
as possible into those few hours, and everyone was left wanting more — while 
Nintendo also got to stress-test the servers, killing two birds with one stone. 
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The Battle of 


It’s never happened before. For all 
the years of debates, speculation and 
Top 10 wishlists made by Nintendo 
fans, the company has never officially 
solicited suggestions from the public 
for which new characters should 
become playable fighters in the Super 
Smash Bros. series — until now. The 
Smash Bros. Fighter Ballot is live. It’s a 
direct pipeline to Nintendo — a small 
survey you fill out and send straight to 
the Big N, telling them directly who 
you want to become the next DLC 
addition to Smash on Wii U and 3DS. 
We, of course, have a few personal 
recommendations for which 
characters should get your vote! 
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SUPER! 
SMASH ВЕ Ку 


for 
INTENDO 


"DS / wii 


Do you want your favorite video-game character to join the battle in Super Smash 
Bros. for Nintendo 3DS/Wii U? Well, here's your chance. If you post a video-game 
character's name, we'll consider turning that character into a Smash fighter! Please 
limit your vote to one per person. 


Note: Your vote may be made public via the Internet. 
The deadline for entry is 10/3/2015. 


Your Gender 


Character you're 
voting for 


Title of game 
the character appears in 


Why should 
this character 
become a fighter? 


Confirm © 


SHOVEL KNIGHT, RAYMAN AND BANJO & KAZOOIE ARTWORK BY OMNI JACALA 


Why should this character become a fighter? 


Nintendo has a reputation for banking too 
heavily on its biggest brands, which is 
partly why people are so excited for 
Splatoon. For what seems to be the first 
time in more than a decade, Nintendo has 
developed a brand-new, character-driven 
action title and given it the primo promo- 
tion that such a fresh idea deserves. 
Speaking of character, it's astounding just 
how quickly the public fell in love with the 
designs of the cute and colorful Inklings. 
What better way to cement Splatoon's 
place in the Nintendo pantheon than to 
squeeze those squid kids into Smash? 

To reflect Splatoon's character custom- 
ization features, Inkling in Smash ought to 
mimic Villager by offering four female and 
four male variants, each wearing a unique 
set of clothing. The ink-based gameplay 
can easily be incorporated into Inkling's 
moveset - fire the Splattershot for quick 
damage, use the Splat Roller to paint spots 
on the ground that would slow your oppo- 
nents' movements, launch an Inkstrike as a 
Final Smash and more. (Any ink on the map 
would disappear after a few seconds, 
however.) 

And let's not forget the squid transfor- 
mation! In Splatoon, tapping the GamePad 
screen will launch you toward your team- 
mates; in Smash, this could become a 
super Squid Jump recovery. You could also 
lay a trail of ink along the ground and swim 
toward an opponent, thereby quickly 
closing the gap and emerging from below 
with a surprise melee strike. 

In many fans' eyes, Splatoon is already 
a Nintendo classic. Why shouldn't the 
Inklings be fast-tracked into Smash Bros.? 


Your Name TONY PONCE 


Why should this character become a fighter? 


Ever since his debut in Mario Tennis in 
2000, Waluigi hasn't gotten his due. 
Despite the fact that he would have been 
absolutely perfect with Wario as the co-star 
of New Super Mario Bros. 2 and its coin- 
obsessed quest, he's still relegated to the 
sidelines as one of many playable charac- 
ters in various sport-themed games, Mario 
Kart and Mario Party. I’m one of those 
weird people who thinks that with the right 
amount of love, Waluigi could be just as 
popular and as deserving of a spot in the 
Smash series as Wario. 

Much like Luigi, he just needs to be 
given a fair shot! The Year of Luigi went off 
wonderfully, even warranting an official 
extension from Iwata himself. For years, he 
had been relegated to "Player Two" - the 
shame of the house visitor or younger 
brother. But with New Super Luigi U, Dr. 
Luigi and a full-on sequel to Luigi's 
Mansion, he really came into his own. 

Waluigi's moveset would translate per- 
ectly into Smash, and the proof is in the 
existing Assist Trophy pudding. Just use his 
tennis racquet for his smash-hit moveset. 
Down + B could be laying down Bob-ombs 
just like his Double Dash special. Neutral 
and Side specials could emulate classic 
Mario power-ups that haven't been seen 
yet, his Up * B would be in line with the 
existing Mario and Luigi rising punch and 
his taunt could be his signature rose pose. 
Last, air-dashing could utilize a "swimming 
in the air" animation, which would fit the 
sheer absurdity of the character. Bam! | 
just designed Waluigi’s fighting style. 

Sadly, | don’t have high hopes for 
Waluigi’s future – but a man can dream. 


Your Name CHRIS CARTER 


Why should this character become a fighter? 


Some of the most memorable Super Smash 
Bros. fighters are those who've been 
plucked from the brink of obscurity. 
Sakurai and his team have done a wonder- 
ful job reimagining some of the Big N's for- 
gotten heroes - just look at Pit! Up until his 
appearance in Brawl, the winged warrior 
was a mere footnote in Nintendo history; 
after his three-dimensional makeover, he 
became one of the company's most 
popular characters. With this kind of power 
to reinvigorate lesser-known franchises, 
the perfect candidate for the next Smash 
Bros. fighter has to be Isaac from the 
Golden Sun series. 
Golden Sun is still a viable franchise for 
Nintendo, and having Isaac appear in 
Smash Bros. would generate a consider- 
able amount of interest in it. And unlike 
some of the other characters my col- 
leagues have chosen, Isaac already has a 
history with Smash – he appeared as an 
Assist Trophy in Brawl. (Incidentally, Little 
Mac also appeared as a Brawl Assist 
Trophy, and he got promoted to playable.) 

Adding Isaac to the roster would open 
up plenty of gameplay opportunities as 
well. Unlike other Smash swordsmen, Isaac 
can wield elemental magic called Psynergy, 
which would form the basis of his moveset. 
He could also summon Djinn to join him in 
battle, similar to the way Rosalina uses 
Lumas - the more Djinn at his disposal, the 
more powerful his Psynergy attacks would 
be. And for his Final Smash, Isaac could 
cast one of the series' signature spells, 
Ragnarok, sending a giant, fiery sword 
crashing down into the battlefield. Who 
wouldn't want to see that? 


Your Name KEVIN KNEZEVIC 
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The Chorus Kids 


Why should this character become a fighter? 


Rhythm Heaven is hugely popular in Japan, 
having sold millions of copies among just 
three titles. While it's not quite as big else- 
where, the Rhythm Heaven brand is still 
known to millions outside of Japan, thanks 
in no small part to the "Ringside Wrestler 
Remix" YouTube meme, which has seen the 
series cross over with the likes of Team 
Fortress 2, actor Terry Crews, YouTube per- 
sonality JonTron and legendary rapper 
Snoop Doggy Dogg. 

It makes you wonder why they didn't 
include a character from the franchise 
in the new Smash Bros. in the first place! 
Maybe they ran into problems deciding 
which character from the series to use? 
While I’ve picked the Chorus Kids, there are 
alot of other potential choices that 
could work just as well, like the Monkey 
Watch monkeys, Karate Joe or the 
Wrestler from the previously mentioned 
Ringside level. 

One of the reasons I'm going for the 
Chorus Kids over those other candidates is 
their simple design - their low-detail look 
would hopefully allow the 3DS to handle 
them as trio of simultaneously controlled 
characters. Even better would be if the Kids 
could call upon help from other Rhythm 
Heaven characters in their various attacks! 
That would be a way to capture the magic 
of the Rhythm Heaven games' Remix 
stages, which feature rapidly fluctuating 
appearances from multiple series icons. 

And this is probably asking too much, 
but maybe the Smash dev team could 
design the Kids' combos to have their 
timings change to match the music of 
whatever stage they're playing on? 


Your Name JONATHAN HOLMES 


52 ISSUE #15: MAKING A SPLASH! 


Why should this character become a fighter? 


Nintendo isn’t known for traditional one- 
on-one fighting games, but the company 
did in fact release a fighting game on the 
Famicom in 1993 called Joy Mech Fight. 
Don't let the name put you off ~ it’s a huge 
game, with nine playable characters and 
36 different opponents, each with their 
own special attacks. But it’s the first robot 
you play as whom | believe deserves a spot 
in Smash. 

When Dr. Ivan Walnuts went insane and 
tried to take over the world by reprogram- 
ming all of his worker robots, he forgot to 
include Sukapon, a bright pink robot whose 
primary purpose is ... performing comedy! 
After some tweaking by Dr. Little Eamon, 
he is repurposed as a fighting machine. 

Sukapon recklessly flings himself 
around, somersaulting across the ground 
and through the air, spinning around and, 
most famously, throwing his own head! 
Because his various body parts are sus- 
pended in mid-air (much like Rayman), he 
would be a unique-looking fighter with 
exceptional reach. He comes with a projec- 
tile attack, great aerial recovery and even 
an alt costume courtesy of his evil doppel- 
ganger, Sukapokan. His Final Smash should 
see a spotlight fall on him – he'd then grab 
a microphone and tell a joke so awful, 
everyone is blasted away while the 
audience groans. 

Masahiro Sakurai once stated that 
Sukapon was considered for Super Smash 
Bros. Melee as an item (before Assist 
Trophies were introduced). | believe we 
should go one better and give this long- 
forgotten and hilarious Nintendo character 
another shot at center stage! 


Your Name MARK KELLY 


SUKAPON ART BY MARK KELLY 


Professor Layton 


Why should this character become a fighter? 


While technically a third-party character, 
Professor Layton feels right at home with 
Nintendo's stable of mascots: The top- 
hatted gentleman is one of the most iconic 
faces across the DS and 3DS lineup! So it 
makes sense that Professor Layton would 
puzzle his opponents in Super Smash Bros. 
for Nintendo 3DS and Wii U. 

He not only fits right in with Mario, Link 
and Donkey Kong, but he would also bring 
a unique skillset to the all-star fighting 
game. Professor Layton believes critical 
thinking is the key to success and spends 
most of his time solving brainteasers. So 
how would that fit in with such an action- 
heavy game? 

Well, Professor Layton knows how to 
wield a rapier, as he demonstrated in The 
Diabolical Box on DS. But instead of long 
slashes and aggressive swipes (which 
wouldn't fit the professor's personality), 
maybe he could control the weapon more 
like a fencing expert? Swift strikes and 
clever counters fit the sensibilities of 
Layton and would provide diversity to the 
sword-heavy roster of the newest Super 
Smash Bros. sequel. 

Let's not forget about Professor Layton's 
top hat, though. He could utilize the head- 
piece as a recovery item to drift back onto 
a stage or as a counter maneuver, similar 
to Mario's yellow cape. Basically, | have no 
doubt Smash creator Masahiro Sakurai and 
his team would have enough resources to 
create a compelling fighter out of the good 
Professor Hershel Layton, especially with 
seven games under his belt. 

It's time to see the top hat hero bring 
his riddles to the big screen! 


Your Name EVAN CAMPBELL 


FEATURES 


Why should this character become a fighter? Why should this character become a fighter? Why should this character become a fighter? 


When I think about who I'd want to join the 
Smash Bros. cast, | always think of bringing 
back characters who are both awesome 
and a little obscure. Geno fits both of those 
quite nicely. "w4'!?," the warrior of Star 
Road, was my favorite character from 
1996's Super Mario RPG, and I'm not alone. 

As the game was made by Square (now 
Square Enix), fans have wondered for years 
if he could ever return, due to rights and 
licensing. But that red tape seemed to have 
been cut when he made a small cameo in a 
minigame called "Super 'Stache Smash" in 
2003's Mario & Luigi: Superstar Saga. After 
that, it seemed like he would return to 
surprise us in other games - but no such 
surprises have happened since. 

Still, Smash would be the perfect place 
for him to make his grand return. He'd be a 
powerhouse: His attacks often cause more 
damage than anyone else in Super Mario 
RPG, and he has several to choose from. 
He'd likely be equipped with his Star Gun 
for the ultimate battle, and he could 
charge his Geno Beam to blast opponents 
away. A Geno Boost could give him tempo- 
rary upgrades in defense and attack power, 
and a Geno Whirl light disc could poten- 
tially hit like Mr. Game & Watch's Side + B 
Judge hammer! His Final Smash could 
combine Geno Blast and Geno Flash, 
raining stars from above while blasting 
with his cannon. 

It would be amazing to see this first/ 
third-party character return to the battle- 
field and make a lot of cult fans justified in 
their love of the living doll (even if he is 
just borrowing the body temporarily). Let's 
make it happen, Super Mario RPG fans! 


Your Name BRETT MARTIN 


Simon Belmont - or, as fans of Captain N: 
The Game Master may better remember 
him, SIMON Belmont - is the most fitting, if 
not the best potential addition to the Super 
Smash Bros. roster. Generally, we wouldn't 
necessarily look towards third parties for 
yet another fighter from outside of 
Nintendo's own ranks, but with the inclu- 
sion of Kid Icarus, Mega Man, Punch-Out!! 
and Metroid stars, the original Castlevania 
representative marks the final key ingredi- 
ent for a lot of fans of the fondly remem- 
bered television series. 

Besides, he's practically family anyway. 
When the NES was the king of the hill and 
Nintendo pretty much owned the video 
game industry in North America, it was not 
just the company's first-party stars who 
stood tall in the public consciousness. 
Third parties such as Capcom and Konami 
helped to make Nintendo into the power- 
house that it is today, and while the Blue 
Bomber was synonymous with the former, 
standing head and shoulders above the 
rest from Konami was none other than 
Simon of the House of Belmont. 

With that said, this could very well be a 
one-and-done deal – our last chance to 
ever see such an assemblage of classic 
video game icons in one place. (Konami 
seems to be on its way out of the industry.) 

From a gameplay standpoint, Simon's 
arsenal fits Smash like a glove. Beyond his 
unique whip for normal attacks, specials 
could range from Neutral B being a dagger 
to Side + B being his boomerang, while Up 
* B would hurl an axe and Down * B would 
spread the fires of holy water across the 
ground. Captain N fans, get out the vote! 


Your Name DAVID OXFORD 


One of my favorite parts of Smash Bros. is 
its celebration of video game history, illus- 
trated through the hundreds of trophies 
referencing the games of the past, as well 
as through the inclusion of playable old- 
school icons like Pac-Man and Mr. Game & 
Watch. Hudson Soft is integral to that 
history — not only because the company 
was the third major combatant in the 
famed console wars of the '90s, but also 
because of the most popular multiplayer 
game of all time: Bomberman. While 
Hudson Soft is sadly no longer with us – 
merging with Konami and completely 
ceasing to exist in 2012 - Bomberman 
could live on as a Smash Bros. combatant. 
His fighting style would rely on his ubiq- 
uitous bombs, using them to blast his 
opponents away from him, setting up bomb 
blast chains to knock foes over the edge or 
maybe even setting traps by placing "sticky 
bombs" on the walls of the playing fields 
and activating them at a later time. Much 
like Pac-Man, he could use his Hudson Soft 
compatriots as part of his arsenal, too – 
imagine riding Master Higgins' skateboard 
to make a quick getaway, summoning Bonk 
as an earthquake-inducing Down Smash 
attack or using Milon's bubble attack as a 
slow-moving projectile. As his Final Smash, 
he could gather all the differently colored 
Bombermen from the Bomberman Land 
series to totally bombard the playing field. 
Let's face it, Nintendo's most popular 
multiplayer game needs gaming’s greatest 
old-school multiplayer icon. Bomberman is 
just exploding with potential! He would be 
a dynamite addition to the game! A blast to 
play! He's the bomb! OK, I'll stop now.... 


СТАТУТ THOR THORVALDSON 
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Why should this character become a fighter? 


Time for Nintendo's biggest unrepresented 
villain to squeeze into the roster! 

It’s a bit upsetting to see Metroid's fairly 
weak representation in Smash Bros. We 
have two playable characters (both of 
whom are Samus Aran), and no villain rep- 
resentation. If you ask me, Ridley is on par 
with all-stars like Ganondorf (who's only 
been in four Zeldas, including Hyrule 
Warriors), and a much more notable, recur- 
ring baddie than Wolf or Bowser Jr. Ridley's 
been in no less than eight Metroid games 
since 1986, and is even one of the very few 
NPCs to show up in the original Smash! 

Let's address the elephant(-sized char- 
acter) in the room: For years, forum 
posters have argued about whether 
Ridley's size could be converted to Smash 
dimensions while still maintaining the vil- 
ain's presence and not breaking the game 
somehow. Sakurai's cheated other charac- 
ers' sizes - | think he could pull it off with 
a little work. Something slightly bigger 
han Bowser, with a reduced wingspan, 
seems very possible for the man that made 
an entire moveset for the Duck Hunt Dog. 
Speaking of which, that's also why I feel 
Ridley can still be playable, despite being 
he Pyrosphere boss. The Dog is already a 
stage hazard himself, and it's not like there 
aren't multiple Ridleys anyway (Meta 
Ridley could work nicely, for instance). The 
moveset potential is all there as well – fire- 
balls, tail attacks, lasers and such for the 
Meta version - so let's get this monster in 
Smash already! The Metroid series 
deserves it, and the roster is still sorely 
lacking in villains. 

Vote Ridley! He's not too big, | promise! 


Your Name MATTHEW TARANTO 
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Why should this character become a fighter? 


I’ve struggled to understand why King К. 
Rool isn't a playable fighter in the Super 
Smash Bros. series already, when Donkey 
Kong Country was the second best-selling 
SNES game of all time. Furthermore, its 
1995 sequel became the 6th best-selling 
SNES game of all time and outsold games 
such as F-Zero, Star Fox, Yoshi's Island, 
Super Metroid and Super Mario All-Stars! 

The majority of Nintendo's most popular 
franchises have at least one villain repre- 
senting them, including King Dedede, 
Ganondorf, Dark Pit, Mewtwo, Bowser and 
the Koopalings – and if we rewind back to 
Seven years ago, Fox McCloud's rival Wolf 
was a playable character in Brawl. In com- 
parison, the DK series does not have any 
playable villains representing it in Smash! 

There are numerous possibilities for 
unique movesets, since King K. Rool has 
multiple alter egos and alternative 
costumes. In Donkey Kong Country 2, he 
was a pirate wielding a blunderbuss that 
shot out spikey cannonballs. In the third 
game, he was a mad scientist who hovered 
in the air thanks to a helicopter contrap- 
tion. In Donkey Kong 64, he was a profes- 
sional boxer ready to knock your banana- 
eating teeth out! 

After the DKC games, King K. Rool con- 
tinued to make appearances in games 
throughout the early-to-mid 2000s, includ- 
ing DK: King of Swing, DK: Jungle Climber, 
Donkey Konga and Donkey Kong: Barrel 
Blast. He was also playable in non-DK 
games like 2008's Mario Super Sluggers. 

K. Rool deserves better. It's finally time 
for the mischievous king of the Kremlings 
to shine as a playable fighter! 


Your Name EMILY ROGERS 


KING K. ROOLART BY CHRIS SZCZESIUL 
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Abe Lincoln 


Why should this character become a fighter? 


No, not the real Abe Lincoln! I'm talking 
about the head of the Strike Team 
Eliminating the Alien Menace, from 
Nintendo's new strategy game Code Name: 
S.T.E.A.M.! The Big N really struck gold with 
this 3DS title, and, as such, Lincoln would 
be a perfect addition to Super Smash Bros. 
"Great idea!" you say as you admire 
your massive collection of Lincoln mer- 
chandise, "But how could Mr. President 
possibly face off against the likes of 
Bowser, Donkey Kong and King Dedede?" 
The answer's simple: sub-weapons! Code 
Name: S.T.E.A.M. offers a huge arsenal for 
your squad, and these weapons would 
allow the Commander-in-Chief to hold his 
own in battle. The Cluster Grenades could 
send opponents flying with a giant blast. 
The Bananapult could trip up your foes. 
The Jump Booster would be excellent for 
recovering from a fall, and, finally, going 
into Overwatch with the Steam Rifle could 
make for devastating counterattacks! 

But what about that all-important Final 
Smash? Got you covered! You see, the 
Strike Team's fearless leader has his own 
steam-powered, Lincoln-shaped battle- 
mech known as the Anthropomorphized 
Battle Engine. (This formidable machine 
was built to destroy otherworldly threats, 
so it can certainly take on any challengers 
in Smash.) How satisfying would it be to 
hop into A.B.E. and pummel your adversar- 
ies into oblivion? As someone who day- 
dreams about piloting her own enormous 
nightmare robot, let me just say "very." 

If you want to cause tons of explosions, 
yell out snappy one-liners and ride around 
in an alien-stomping robot, vote Lincoln! 


Your Name LINDSEY LAYNE KING 


ABE LINCOLN ART BY LINDSEY LAYNE KING 


FEATURES 


OK, Nintendo Force fans – 
you've now read all of our 
recommendations. But 
taking action is up to you! 
Pick which of the preceding 
character suggestions you 
agree with most, then log 
on to the Smash Bros. 
Fighter Ballot website and 
vote for that character! 


Shovel Knight 


Why should this character become a fighter? Why should this character become a fighter? 


Mega Man was introduced to the Smash 
Bros. roster to such thunderous approval, 
it's hard to imagine anyone would have a 
problem if some of his colleagues slipped 
into the fight as well – and one of those 
colleagues in particular could bring a new, 
unique flavor to the arena. 

See, Mega Man may be the Blue 
Bomber, but another color features promi- 
nently in his series: red. The color of war, 
the color of blood and the color of Zero, 
the co-star of the Mega Man X series (and 
the primary star of the Game Boy 
Advance’s Mega Man Zero series). 

While Mega Man and his direct relatives 
are long distance fighters thanks to their 
arm cannons, Zero gets up close and 
personal with his beam saber weapon. 
Sure, Smash Bros. has no shortage of 
swordfighters, but Zero’s futuristic motif 
would add some interesting acrobatics to 
his fighting style. 

For one thing, Zero excels at airborne 
combat. For another, he’s gathered up a 
cache of fighting styles over the years that 
mix martial arts with swordplay. His saber 
can electrify his opponents, burn them, 
freeze them or simply apply some old- 
fashioned lacerations. He even has a high- 
energy desperation move - the Fallen 
Phoenix Crush - that forces his opponents 
to give him some space. He has no 
shortage of moves to draw from. 

I'd love to see Zero go mano a mano 
against Mega Man in Smash, but he'd also 
give Lucina, Ike, Marth, Link and the rest of 
the sword-wielders a run for their Zenny. I 
just pity whomever would have to animate 
that complex, flowing mane of his! 


Your Name NADIA OXFORD 


OK, we teased you with art of Shovel 
Knight, Rayman and Banjo & Kazooie back 
on the first page of this feature, but then 
no one picked them as their most wanted 
DLC fighters! Rayman I can understand not 
getting behind – Ubisoft’s pulled most of 
their support for Nintendo recently, and his 
amiibo figure just wouldn't look good at all 
(he'd have to have at least four pegs of 
support plastic holding up his disconnected 
limbs). Banjo & Kazooie? Owned by 
Microsoft now, and Nintendo wouldn't want 
to promote its competitors' characters in 
its own flagship fighter. But Shovel Knight? 
Shovel Knight would be a perfect fit. 

... that's it, I’m picking Shovel Knight! 

I'm so satisfied with the Smash roster as 
it already exists that the thing I’m looking 
for from future DLC additions is that total 
shock factor - that feeling of "how in the 
world did this character make the cut?" 
And our award winner for Character of the 
Year for 2014 would fit the bill perfectly, 
surprising everyone and representing the 
Nintendo indie development scene too. 

The Blue Burrower would wield his 
Shovel Blade for standard attacks, and his 
specials could draw inspiration from the 
subweapon relics he wields in his quest. 
The Fire Rod would provide a good Neutral 
B projectile, the Propeller Dagger could be 
pressed into service as a flying recovery 
move on either Up or Side B, the Fishing 
Rod could grapple foes from a distance and 
the Phase Locket would make our hero 
temporarily invulnerable to all attacks! 

If early, unofficial exit polls are to be 
believed, Shovel Knight's actually winning 
this Ballot so far. Believe! Believe in Blue! 


Your Name LUCAS M. THOMAS 


(Of course, you're also 


character you want.) 


of the Ballot ends in 
October, and you know 
well report back on all 
things Smash in future 
issues! Stay tuned! 


perfectly welcome to vote 
for any other video game 


The Ballot site requests only 
one vote per person, but it 
also won't stop you from 
submitting more than one 
vote, or voting for different 
characters. So decide which 
approach to the poll is best 
for you! Well eagerly await 
the results after The Battle 
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COMIC BREAK 


BY MATTHEW TARANTO (IF YOU'RE THINKING YOU'VE SEEN THIS GAG BEFORE, THATS BECAUSE MATTHEW LOFFHAGEN'S 


COMIC IN OUR LAST ISSUE HAD A VERY SIMILAR PREMISE. THE TWO STRIPS WERE SUBMITTED SIMULTANEOUSLY! WE DECIDED 
TO HOLD THIS ONE FOR THIS ISSUE, TO GIVE BOTH SOME SPACE TO BREATHE. GREAT MATTHEWS THINK ALIKE, IT SEEMS! 
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THE JOURNEY 
BEGINS 


FINAL FANTASY 
NES, 1990 


Splatoon is the newest game to get a major marketing push from Nintendo, but exactly 
25 years ago, a little adventure called Final Fantasy was getting all the attention. The 
marketing worked, as Final Fantasy established itself as one of gaming's biggest brands, 
and it's still seeing sequels to this day (though not often on Nintendo platforms any 
more, sadly). But even though the series has mostly moved on from the Big N, we're 


going to celebrate its NES origins here, and the splash it made for RPGs back in 1990! 


WARP ZONE 


THE 12TH ISSUE of Nintendo Power kicked things 
off in style, featuring a classic Super C cover shot 
using custom models to alert readers to the six 


pages of maps and tips for the Contra sequel within. 


Four pages of Dynowarz followed, joined by six 
pages and one side of the poster for Capcom's 
Rolling Thunder-alike, Code Name: Viper, and four 
for Burai Fighter. Five other new games whose 
coverage was hindered by the limits of print were 
Adventures of Lolo 2, Rocket Ranger, Wheel of 
Fortune: Family Edition, Tombs & Treasure and 
Journey to Silius, while a hot bunch of previews for 
Ninja Gaiden 11: The Dark Sword of Chaos, Crystalis, 
Golgo 13: The Mafat Conspiracy and StarTropics 
whet gamers appetites for future coverage. Those 
seeking Portable Power would find Game Boy 
versions of Batman and Bases Loaded, as well as a 
new title from Capcom, Gargoyle's Quest, among 
others. Teases were offered for handheld Double 
Dragon and Wizards & Warriors installments, too. 
Fun Club President Howard Phillips played host 
to the second annual Nintendo Power Awards, 
handing out "Nesters" to the best the last year had 
to offer. Mega Man 2 took the gold in Best Graphics 
& Sound and Best Play Control, while Ninja Gaiden 
scored for Best Challenge and Best Ending. Tecmo 
Bowl provided the best Player vs. Player action, 
while Link from Zelda 1: The Adventure of Link was 
declared Best Character. What may come as a 
surprise to some is that Teenage Mutant Ninja 


Turtles not only took home Best Theme/Fun, but 
also the award for Best Overall Video Game of 1989. 
Now that is Turtle Power. 

Howard and Nester weren't done for the issue 
yet, as the duo would enter the newly released 
Super Mario Bros. 3 to do a little bug testing to find 
a hidden Warp Whistle. Speaking of Mario's third big 
adventure, it absolutely dominated the Top 30, 
taking the No. 1 spot with more than double the 
votes of the runner-up, Tetris. Meanwhile, 1989's 
chosen best, TMNT, ranked third – beating out The 
Legend of Zelda by less than a hundred points. 

NES Journal recapped the magazine's visit to 
Boeing Flight Simulators and the rollout of 
Nintendo World Class Service test centers in select 
states. NP also broke the news about a new line of 
comic books from Valiant known as the Nintendo 
Comics System, featuring illustrated adventures of 
the Super Mario Bros., The Legend of Zelda, Captain 
N: The Game Master and more. A full splash page 
was also dedicated to various food products 
bearing Nintendo's brands – who remembers Mario 
Bros. candy bars and ice cream sandwiches? 

Pak Watch spotlighted Wurm and Castlevania III, 
and the issue held a famous Player's Poll prize: a 
trip to meet Arnold Schwarzenegger in person! 

Oh, and one other thing: This was the last issue 
of Nintendo Power's bi-monthly era! Their transi- 
tion to monthly publication was unique, though, 
and we tell you why that was next time! - DAVID 


NP'S PUSH FOR FINAL FANTASY 


Sad as it is to say, Dragon Quest (under the guise of "Dragon Warrior") did 
not set the Western world on fire as Nintendo of America had hoped. 
However, they weren't about to give up the ghost just yet, as a new chal- 
lenger sat ready to set foot on foreign soil and try its hand at turning the 
masses toward the genre of role-playing video games: Final Fantasy. Maybe 
you've heard of it? Nintendo of America did the localization work directly, 
then threw their full marketing weight behind it. This NP issue alone not only 
featured a poster for the title, but also six pages of painstakingly illustrated 
coverage. (Look at these examples of the great custom art NP used! Those 
are the Light Warriors to the right, and Matoya the Witch below.) That was 
followed by a two-page announcement of "The Summer of Final Fantasy" and 
the first of three contests that would continue for the next two issues, prom- 
ising winners the opportunity to embark on a real-life Final Fantasy treasure 
quest of maps, mysteries and enemies. Others could win controller decals, 
treasure-filled Adventure Packs, crystal orbs or even a Power Staff or suit of 
armor to call their own! To enter, you merely needed to answer three ques- 
tions, the answers to which could be found by playing the game. 
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PLAYING IT 
TODAY 


Though we're celebrating its 
25th anniversary here in 
America, the first Final 
Fantasy's really closer to 28 
years old, as it first went on 
sale in Japan late in 1987. 
Since that time, it's been revis- 
ited and re-released time and 
time again - sometimes on 
Nintendo hardware, some- 
times elsewhere. Following its 
debut as an NES cartridge in 
the States in 1990, its next 
English edition arrived in 2003 
on Sony's PlayStation, where it 
got a graphical upgrade (see 
the Black Mage below) and 
was paired for sale with Final 
Fantasy Il. Just one year later, 
it bounced back to Nintendo 
for a re-release on the Game 
Boy Advance, again joined by II 
as one half of the highly 
praised Final Fantasy I & 11: 
Dawn of Souls - that version 
added four all-new dungeons 
to explore. A few years after 
that, another visual remix was 
given to the game for its debut 
on Sony's PSP, and then every- 
thing came full circle when the 
original NES edition went on 
sale once more, by way of the 
Wii Virtual Console. There are 
several other versions of the 
game out there (many of them 
exclusive to Japan), but if you 
want the original experience 
like Teagan's just played, the 
Wii VC is the way to go. If you 
have a Wii U, you can go to the 
Wii Menu, then select the Wii 
Shop Channel and search for 
Final Fantasy. The process is a 
little clunky, but the game's 
only five dollars once you get 
through it, and it'll give you at 
least a month's worth of 
old-school adventure! 


RETRO 


TS NEW TO ME! 
FINAL FANTASY 


In celebration of its hitting 25 ye 


ears old, 18-year-old Teagan steps into the 


original NES Final E s whole new A of challenge and adventure. 


IT’S FINAL FANTASY, the ultimate adventure! Set 
out to stop the world’s destruction at the hands of an 
unseen foe. All you know is that you are the Warriors 
of Light and it’s your job to save the world. 

This game is long. I usually beat the average video 
game today in two to four days, depending on how 
completionist I'm feeling — but this game I played 
every day for a month and I still didn't finish it. (There 
are several things that contributed to this reality, but 
the main thing is that the game is just really long!) 

I've heard stories of people getting lost in this 
game, so their solution was to play the entire thing in 
one playthrough. | met some guys who played this as 
kids and drew an entire map of the world, marked 
each destination they had reached and played it for 
several days on rotation, never turning the game off. 
In the end they finally beat it, but that kind of dedica- 
tion is amazing! 

The length of the game does a few things. First, it 
places Final Fantasy in serious danger of becoming 
repetitive. "Great. Another group of mobs with 
recycled sprites." This is something | found myself 
thinking quite frequently. And this can become dis- 
heartening very quickly. 

However, the scale of everything in Final Fantasy is 
a bit larger than life, somewhat offsetting the repeti- 
tiveness. The overworld is literally the entire world, 
meaning you can circle the globe as a shortcut to 
reach some places. Just to traverse the overworld 
itself you will need a majestic galleon, an underappre- 
ciated canoe and the legendary Airship! 

The reuse of sprites does get distracting at some 
points: There are about 100 sprites used in battle for 
the monsters you'll fight, but there are easily more 
than 500 enemies. | could understand if they were 
trying to create different levels for each specific 
enemy class — because enemies with the same picture 
are weak to the same elements — but the names of the 
different enemies using the same sprite are some- 
times very different, removing any sense of linearity 
from the class. 

One benefit of the reused sprites is the rare sense 
of how powerful you have become - travel far enough 
in the game and eventually some monsters you fought 
as bosses before become mere hordelings between 
you and their boss! 

The next biggest thing that the length and scale of 
Final Fantasy do is immerse the player. There is a 
complete lack of tutorial, and mythology is strictly a 

myth. You're quickly told that you are the 
Warriors of Light, but everything else is yours to 
discover. Optional dungeons aren't sidequests – 

they're niches of the world that require time to 

discover and hours to conquer. Treasure isn't a 

leveled system or a tree with different specialties. 
The greatest treasure is hidden — and its power is 
great. This game's sense of discovery is unparal- 
leled. Picking classes and then discovering what 


they can do! Collecting the best equipment! Mastering magic! 
Slogging up rivers! Sailing the oceans! Scouring continents! 
Besting powerful foes! Unearthing ancient secrets! Defeating 
evil once and for all! Final Fantasy is globe-trotting adventure! 

The world of Final Fantasy itself is intriguing. Once you 
receive the airship, you can fly over and scout every land mass 
in the world. There's some cool terrain, but actually reaching 
some of those points requires some investigation because of 
the airship's limited landing capabilities. 

| found the world itself to feel a bit too dark. The color 
palette is dim and the background of many fights is mostly 
black. This, combined with the general unfriendliness of the 
citizens and denizens that | met, resulted in nowhere in the 
game really feeling safe — except for the starting town of 
Corneria. Even the towns seem hostile! Getting to later towns 
requires fighting your way through miles of powerful monsters, 
and, once there, no one's particularly happy to see you. (Even 
though you're the Light Warriors, trying to save their lives!) 

It's understandable why Final Fantasy has endured for 25 
years - its first game is an experience for the ages! - TEAGAN 


FIGHTER Re dHAGE 


CHARACTER PROFILE ? 
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FIRST APPEARANCE 


The original adventurers from the first Final Fantasy. FINAL FANTASY (1990) 
The four young adventurers made their The franchise returned to the States on Nearly a decade later, some healing came The team inspired the all-new game Final 
heroic debut, returning light to the four the SNES, and proper homage was paid to through the GBA remake of the first game Fantasy: The 4 Heroes of Light, which in 


darkened Orbs and defeating Chaos. the original Black and White Mages. in Final Fantasy | & 11: Dawn of Souls. turn inspired the Bravely Default series! 


Palom and Porom. 

JAYS 
Behave yourselves and 
help Cecil. S Red Mage 


АННА 
White Mage 


РАТ? 


ET 


Final Fantasy II discarded the original After a tease at a sequel for the N64, the Final Fantasy was buddy-buddy with 
Light Warriors in favor of new heroes, Final Fantasy franchise fled Nintendo Nintendo again, but the Light Warriors 
and also didn't even come to America. hardware. All went dark once more. were used only for sports game cameos. 


DRIHK 
ITEM 


The first Dragon Quest game blazed the As time went on, some of those six original character~ "ses 

trail for single-character console RPGs, became more iconic than others. The generic Fighter, g 
but the Light Warriors were the first team and Thief fell away in importance, but the white robe 

assemble your party from six different forever linked with White Mages and Black Mages, respectives 

classes: Fighter, Thief, Red Mage, Black further games. Both of them most recently showed up playing 


of heroes to quest together. You could triangle designs and the pointy hat with glowing eyes came to be ( \ 
Belt, White Mage and Black Mage. sports with Mario on Wii (along with Ninja, the upgraded Thief). a 


WHITE MAGE 


= 


N Robe triangles 
are a must. 


F 


A) 


THE NON-TENDO 
LEGACY Pointy Hat 


Though our Character Profiles always focus of Power 
on the appearances the featured characters 
have made on games appearing on 
Nintendo platforms, the fact that Final 
Fantasy fled to the PlayStation in the mid- 
'90s means a significant era of develop- 
ment for the Light Warriors took place 
away from the eyes of Big N loyalists. 
Though, as we've said, each Final Fantasy 
sequel features a different cast of heroes 
and the original Light Warriors never really 
returned in any of them, their iconic char- 
acter designs have come back again and 
again. The most prominent example of this 
came in Final Fantasy IX, which was 
released on the first PlayStation back in 
2000, just over a decade after the series' 


ПИТТИ. TTT LEE EET ELLE EE LI 


debut in America. In it, one of the main 
characters was named Vivi Ornitier, and his 


look , basically, the 1990 Final Fant 
ШУ uas БОЗ CIN 3D Ps пе 8- В IT TH EATE R 


pointy hat, the same darkened, detail-less 

face highlighted only by two glowing eyes. 
(You know, recently Square Enix has been 
re-releasing old Dragon Quest games on 
3DS - even the ones that didn't come to 

Nintendo systems in the first place. I 
wonder if classic Final Fantasy games will 
ever get the same treatment?) 


Webcomics are now ubiquitous across the 
Internet, but back in the early 2000s, the medium 
was still in its infancy. One of the defining strips of 

that era was the sprite comic "8-Bit Theater," 
which retold the story of the first Final Fantasy 
and gave real personality to the originally silent 

Light Warriors. Read it at nuklearpower.com! 


LINKING TO 


NINTENDO POWER'S PAST 


ALL THROUGHOUT 1992, Nintendo Power ran two 
comics alongside their regular Howard & Nester 
content: Super Mario Adventures and The Legend of 
Zelda: A Link to the Past. The latter was created by 
Shotaro Ishinomori, the manga artist who created 
Cyborg 009 and Himitsu Sentai Gorenger, and thus 
Kamen Rider and Super Sentai (which led to Power 
Rangers). He would go on to be given the Guinness 
World Record for the most comics published by a 
single author, and, as such, this story stands as a 
powerful contribution to his legacy. 

This tale was first collected as a now hard-to- 
come-by trade paperback in 1993 as a part of 
Nintendo Power's "Super Power Supplies" catalog. 
For collectors wondering whether the differences 
make this worth their investment as an addition or a 
replacement, the most notable difference is an 
all-new paperback cover featuring an overgrown 
Master Sword in its pedestal, and the game's logo 
embossed in metallic gold ink. 

Inside, the contents are largely the same. The 
book has roughly (if not exactly – my old copy makes 
it difficult to tell) the same dimensions as the 1993 
version, but the pages have been altered slightly to 
accommodate a white border, whereas the original's 
art ran all the way to the edge. Page numbers have 
been added, as well as a table of contents to make 
use of them. Finally, the afterword in the back has 
been changed and updated slightly to reflect the 
now-late Ishinomori's accomplishments, though the 
story's description bears the unfortunate error of 
stating the game was released for the "Super 


RIGHT TO WIELD 
THE MASTER SWORDIT 


Entertainment System." 

Regarding the story itself, one thing should be 
made perfectly clear: If you're looking for a faithful 
adaptation of The Legend of Zelda: A Link to the Past, 
you're going to want to look elsewhere . . . such as 
the manga by Akira Himekawa, which was also 
released by Viz. As an adaptation of the game goes, 
that has my strongest recommendation. 

However, that isn't to dismiss the tale told here 
out of hand. In truth, the way the franchise has grown 
and evolved over the years has only made this story 
better in my eyes. While it shares some key beats 
with A Link to the Past (the death of Link's uncle, 
Aghanim's scheme), it introduced a number of unique 
characters and elements (including the ending) that 
differentiate it from its source material and allow it 
to better stand apart today. If anything, whereas the 
parts that once adhered more closely to the game 
were once its strongest point, they are now arguably 
the weakest part; with a little fine-tuning, the story 
could stand as its own unique entry in the Zelda 
mythology. 

In terms of art, this story is kind of a mixed bag. 
The backdrops - as well as many of the enemies and 
monsters - are pleasing to the eye; the action is 
dynamic, and there's a strong atmospheric sense of 
danger and adventure conveyed throughout the 
story. However, the focal point of the story – Link – is 
unfortunately not as well-rendered as the rest, and 
his depiction seems to get weaker as the tale goes 
on. Even the Master Sword, which at first appears 
gloriously faithful to the wing-like design of its hilt, 
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READING IT 
TODAY 


Some of you out there are no doubt 
longtime Nintendo Power subscribers 
who still have access to your copies of 

NP's issues from 1992, but there are 

probably many, many more of you 
among our readership who weren't even 

n yet in that year. This new printing of 

the classic Link to the Past graphic novel 
from that era of NP's past would be a 
great way for you to experience a bit of 
what it was like to be a Legend of Zelda 
fan when the franchise was still young. 
Its MSRP is $19.99 (but you can find it 
much cheaper than that). And hey, play 
the game too! It's just $7.99 on Wii U VC! 


ends up simple and squarish as the tale goes on, as 
though Ishinomori was just going through the 
motions with the main character. 

If you own the story already, I’m not sure there's a 
need to pick up this version. If that's not the case, 
then this part of Zelda's legend belongs in any fan's 
collection. - DAVID 
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32 NINTENDO POWER 


DATE OF BIRTH 


March 2, 1980 


BIRTHPLACE 


Santa Cruz, California 


CURRENT POSITION 


One Half of Team Meat 


FAVORITE FOOD 


Little Caesars Pizza 


LITTLE-KNOWN FACTS 
A Little Caesars Pizza once put me in 
the hospital. 


UNIQUE AND 
INTERESTING PHOBIA 
I'm scared of the fact that people are 
animals, and act mostly on animal 
instinct, oftentimes without knowing 
it. Pack mentality is terrifying. 


BEST KNOWN FOR 


The Binding of Isaac, Super Meat Boy 
and Indie Game: The Movie 


CURRENT PROJECTS 
The Binding of Isaac: Rebirth, Super 
Meat Boy: Forever, Mew-Genics 


EDMUND MCMILLEN 


After years of rumors, resistance and religious debate, the controversial Binding of Isaac is finally on its way to 
Nintendo hardware. We talk with the game's creator to get the full story behind its long journey to the eShops. 


INTERVIEW BY JONATHAN HOLMES 
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NF: Growing up, what were some of 
your most and least favorite games? 
EDMUND MCMILLEN: | had an NES 
in my fifth grade class before | had 
one at home. Our teacher was an 
oddball, pretty progressive, which was 
a blessing. He would let us watch Ren 
& Stimpy and play Zelda if we had free 
time. That's where I completely fell in 
love with the NES in general, particu- 
larly Zelda 1, Castlevania, Mega Man 2 
and Super Mario 2. | was obsessed to 
the point where | broke into my neigh- 
bor's house to play Mario 2 while his 
mom was asleep. She scared the heck 
out of me when she woke up and 
kicked me out of the house! I was 
eight or nine. I didn't know I was doing 
anything remotely bad - | was just 
playing Nintendo. 

Once I got an NES of my own, I'd 
bring it to my grandma's house every 
weekend. We'd rent movies and NES 
games at the local Safeway for $0.99 
each. The games usually didn't have 
instructions, so if you didn't already 
know how to play them, it was impos- 
sible. There were so many games like 
that, | can't remember all their names. 
I think one was called Milon's Secret 
Castle. | remember struggling desper- 
ately to do anything, and nothing was 
straightforward - nothing would work. 
I tried to return games like that 
multiple times, because I just couldn't 
play them. | can't remember if that 
worked either. 


| remember Milon's Secret Castle. 
You were like a magician who made 
the floor disappear? 

I think you could shoot bubbles, and 
sometimes the bubbles would make a 
random part of the floor disappear, or 
turn into some kind of a shape, but 
you couldn’t know what the shape was 
or what to do with it. Doors would go 
nowhere. It’s like everything was a big 
secret. | think | could get to like one 
boss. 


That sounds like me playing Binding 
of Isaac. You’re just kind of thrown in 
there, hoping you'll get lucky, hoping 
you can figure it out. 
That's true, and there is definitely a 
nostalgia to not having things spelled 
out for you, but I think | put enough in 
there for people to go forward. Even 
still, | think the days of that kind of 
mystery in games are dead at this 
point. You can read an FAQ or watch a 
Let's Play for just about anything now. 
Or maybe not. | went out to dinner 
with the creator of Spelunky the other 
night, and when I asked how far he got 
in the game, he said, "I beat it. | killed 
[SPOILERS]." | told him that wasn't the 
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end - that was really when things get 
started. So people don't necessarily 
know how to play Isaac, which I think 
hurt our reviews when it was first 
released. These days though, | think 
everyone seems to get it. 


Was there a particular moment when 
you realized that you could make 
games yourself? 

| had Game Maker when | was a 
freshman in high school, and some 
other program that used ASCII art or 
something. | was that kid who would 
make his school in Duke Nukem 3D 
and put all his teachers in the right 
places and shoot 'em all. | was the 
kind of kid that was targeted as "the 
one who will probably shoot up the 
school someday," even though I was 
innocent. 

But | didn't think | was making 
games. I thought you had to be a cog 
in the machine to do that, and | didn't 
want that. | wanted to be the one in 
control. I've always been that way 
about stuff | make. | went to school 
with a kid whose brother worked on 
Mortal Kombat and one of the Duke 
Nukem games. Making those games 
sounded like a ton of people who all 
had little jobs, and that wasn't what I 
wanted to do. | was doing weird 
drawings and animation and making 
stuff move on a computer with my 
friends. 

It wasn't until | started working on 
Gish with Chronic Logic that І saw that 
| was making games. | think it was 
when | was at the IGF that year, when I 
saw that other people like me were 
making games, and they were real. 
They were all like me. 


What drove you to keep working on 
your own games during the old 
Newgrounds days, before releases 
like Braid and Castle Crashers proved 
that independent developers can 
find financial stability and larger 
audiences? 

There was no money in it at first, in 
the early 2000s, but Newgrounds was 
a haven for developers who would go 
on to do a lot of great things. I think 
Tom Fulp (founder of Newgrounds) 
deserves a lot more credit. People 
sort of frowned on Newgrounds back 
then, because it was "immature" or 
something. | remember another devel- 
oper I talked to when | was making 
Aether who told me he wouldn't play 
it, because of the humor, and that it 
looked too crude or immature or 
whatever. 


But isn't that the signature move of 
someone who's actually immature: to 


be so scared of looking immature or 
childish that they won't even try 
something? 

| don't want to be judgmental, but 
yeah, | don’t know, he told me that | 
should try to explain the game with 
some kind of artist’s statement or 
something. | felt like that would be 
like faking it. If my game can’t stand 
on its own, then I must have done 
something wrong. 

This was back in the whole "art 
game" movement, when people were 
trying to prove that games were art, 
looking for legitimacy | guess. And | 
guess | was kind of part of that, but | 
didn’t know it at the time. | was just 
having fun. 

On Newgrounds, | was able to get 
instant feedback. Some people hated 
what | did no matter what, but if you 
squinted really hard, you could see 
something more was happening, and 
it gave me the feeling that I could 
have a voice in this group. It made me 
want to get better at communicating. 

It was only after Tom got Alien 
Hominid on consoles - like the 
GameCube - that | understood that | 
could make money off of making 
games. When | saw that was possible, | 
knew that my time would come if | 
kept putting myself out there. Now 
after 10 years of working obsessively, | 
think I’ve done it? 


If Nintendo started a service like 
Newgrounds that allowed young 
developers to learn from each other 
and hone their craft, would you want 
to make games for it and/or mentor 
others through it? 

| don't think developers need some- 
thing like that. There’s already a com- 
munity for it. I've done some talks at 
UCSC where John and Brenda Romero 
work, and I love it. | love talking about 


game development, and | love mentor- 


ing. | wouldn’t be here today if | didn’t 
talk to artists growing up who were 
willing to speak candidly about their 
work. 

| don’t know what mentoring 
means for me though. | don’t know 
what that would be, besides inter- 
views | guess. 


It seems like you might not be the 
kind of guy who knows exactly what 
he’s going to do that year. It’s like 
you just wait until inspiration opens 
you up, like you might just decide to 
watch every episode of Beans Baxter 
[Note: a short-lived TV comedy by 
animator and film director Savage 
Steve Holland] and just find out 
everything there is to know about it. 
Yeah, you basically just summed up 


my life. It’s this chaos of improv, while 
binge-consuming all sorts of media 
like old '90s PSAs, religious propa- 
ganda, The Steve Wilco show... 
whatever else suddenly grabs me. 


Though it didn’t end up being 
released on Wii, years ago you had 
initially chosen WiiWare to be the 
home console platform for Super 
Meat Boy. Why was that? 

It was Dan Adelman. He was pushing 
for it from the start. People were so 
excited about it! It felt really good, it 
was contagious. But then it got too 
big, and we hit that file size issue, and 
by the time we knew it, WiiWare was 
dead. It would have taken a lot of 
time, money and energy to try to 
break it down to episodic content, and 
even then it would have been a subpar 
version that we wouldn’t have been 
proud of. 


I remember Brian Provinciano, who 
created Retro City Rampage (which 
features Meat Boy in a cameo), said 
he lost something like $20,000 on 
the WiiWare version of that game. 
I'm not going to judge. Brian is a 
friend of mine, but he must have done 
that just because he loved coding it or 
whatever. He's made physical releases 
of Retro City Rampage for consoles 
too, and he couldn't have made 
money off of that. No indie makes 
physical copies of any game in order 
to make money. 


Rumor has it that your Team Meat 
partner Tommy Refenes has decided 
to never work on the original Super 
Meat Boy again, even if all he needs 
to do is grab the file on his desktop 
and send it to someone else to port 
it to consoles, because working on 
the game the first time around was 
so traumatizing. Do you think that 
Super Meat Boy, or Super Meat Boy: 
Forever, could ever make it to 
Nintendo consoles? 

| wouldn't doubt that. Nintendo has 
had a changing of the guard lately, 
and Super Meat Boy: Forever, or any 
other iteration of Super Meat Boy, is 
definitely possible for Nintendo 
consoles. | can't get into too many of 
the details on the record, but I can tell 
you that a lot of things have changed. 


Do you think you would have ever 
gotten Binding of Isaac on consoles 
on your own, if your partnership 
with Nicalis never happened? 
No. Of course not. No way. 

A lot of it has to do with me and my 
laziness, and the fact that I'll only 
work with people | trust, who will let 


me take the reins and take total 
control of development. Tyrone 
Rodriguez (founder of Nicalis) has 
been around since before Meat Boy, 
bugging me to let him do a port, and 
then when Isaac came around, he was 
like, "How about we port it? We'll just 
port it for you. We'll just port The 
Binding of Isaac to the 3DS." And I was 
like, "Ha! Sounds good." 

But then, like anything I do, it 
wasn't enough. I didn't want to port it, 
because I know I'd feel ripped off if | 
bought just a port. So | said, "How 
about making it better?" But then that 
didn't feel good enough either, so I 
said, "How about we add all these 
other ideas I had over development, 
and add all-new things we're just 
imagining now?" | think the game was 
supposed to be out within a year of 
development beginning, and it's ended 
up taking over two and a half years. 

I'm very hard to satisfy, and | hope 
that if | meet my own standards, I'll 
meet the standards of Isaac fans. 


But there were complaints about the 
way it looked at first, right? People 
said they wanted the graphics to be 
smooth, without bumps? 

Yeah, people complained about every- 
thing at first, but of course that's 
going to happen. This is a game that 
people have tattooed on their body. 
This is a game that people on YouTube 
have made careers out of playing. 
They are so hardcore. Any change is 
going to set them off. But for me, I 
look at the original game, and I think 
it looks terrible. 


Really? 
| did all the art for the original game 
in three months. | worked so fast and 
so sloppily, because | just wanted to 
roll with it. | did the whole game in 
three months, because I was so unsure 
of how it would do. After working on 
Super Meat Boy, | wanted to do some- 
thing weird, relaxing, personal and 
very dark, and | wanted to do some- 
thing that reflected what I was into at 
the time. 

| was so positive it would not do 
well – I was almost shooting for it to 
not do well. | did everything in my 
ability to go against the grain in every 
aspect. 


It’s about a crying, naked baby... 
Yeah, and the game's design itself — 
when you die you have to start all over 
again. At that time, only one other 
game was doing that: Spelunky. So I 
thought, "I'll just get it done and put it 
out there." | almost sold it to Adult 
Swim for $40,000, but then people 
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told me I should just throw it on 
Steam. I didn't think Steam would 
want it, because it's just a Flash game, 
but eventually | got Newgrounds to 
sponsor it a bit, because I was so 
positive that it wouldn't do well. 


There's nothing less marketable to 
kids who want a power fantasy than 
a crying, naked baby, but then you're 
like, "Here's your new game: a 


crying, naked baby. And you're alone. 


And you're going to die." But that's 
what you did, and it worked. 

| have to guess that's because that 
was something they were hungry for. 
These are kids who are getting fed the 
image of a gruff, stubbly, angry man 
who can kill anybody in the room on a 
nonstop loop by AAA game marketing. 


You gave them the polar opposite of 
that, and you're at something like 
4,000,000 copies sold now? 
| don't even know at this point. 

| actually have an idea that's like 
Isaac again, one that I’m sure is not 
going to do well - a game that I 
started years ago. But I really don't 
think this one is going to go well. | 
can't talk about it now, but we'll see. 


I actually had a phone call with Dan 
Adelman back in 2012 about The 
Binding of Isaac being declined a 
place on the 3DS eShop by Nintendo. 
He told me he was pulling for the 
game to be on the system, but it was 
all so murky. What do you think was 
really going on with Nintendo at that 
time that caused them to make that 
decision? 

| don't want to upset anyone at 
Nintendo, because I know that 
everyone there was for it, but that one 
person said no. | think the "no" 
revolved around infanticide and reli- 
gious themes. But Dan was always 
campaigning for everything | was 
doing. He's a genuinely awesome dude 
— and honest, which is something you 
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don't see a lot in the industry these 
days. 


Was it Reggie who said no? 
No, I know for a fact that it wasn't 
Reggie. He backed it. 


You know for a fact? 
| don't know if I can say that, but yep, 
he wanted it on the 3DS. 


So it had to be someone higher up 
than Reggie, I guess... 
There are two groups that are very 
serious about religion in games. In 
Germany, they are very careful about 
blasphemy, and Nintendo. They don't 
want to offend any religious sect. They 
even removed a song from one of the 
Zelda games because it sounded too 
much like a specific religious chant. 

| never thought that Issac had any 
chance of getting on a Nintendo 
console. There's more than enough 
reason for them to say no. If | were 
them, | might say no. 


But now they say yes. 
1 guess they do. 


NF is an all-ages magazine, and 
Nintendo as a publisher tends to 
release games that meet most 
people’s standards for "family 
friendliness." Do you think you would 
have enjoyed your games when you 
were a child? Would anything about 
them have been disturbing or 
damaging to you? 

| would have killed for a game like 
Isaac when I was a child! Doom was 
my Binding of Isaac when | was young. 
It was a game that | knew maybe I 
wasn't supposed to be playing. | think 
it's important for all children to have 
those things, to have the naughty 
things that are pretty much OK for 
them, but you're still not supposed to 
do them. You need those things 
because you need to know where the 
boundaries are, and you need to know 


through experience why something 
may or may not be bad. 


But it's still relatively safe. 

It’s rock 'n' roll is what it is. It's dan- 
gerous, and | think danger in art is 
important, and I think it's important 
for children to experience in a safe 
way. | don’t think there's anything in 
my game that could be damaging to a 
child unless they're already messed 
up. 

My niece and nephew are growing 
up playing Isaac and Super Meat Boy. 
Isaac as a character is actually loosely 
based on a facial expression my 
nephew would make. He was kind of a 
crybaby, and he loves Isaac. He plays 
it. He watches Let's Plays of it and 
always has, but there are some parts 
of it that scare him because he's kind 
of a scaredy cat. 

He recently asked me to play a 
level in Smash Bros. for him called 
"The Three Yellow Devils" because he 
was too scared to play it himself, 
because it has "yellow devils" in it. | 
think the "devils" are Pikachu, the big 
cyclops from Mega Man and somebody 
else. He also won't play the Luigi's 
Mansion level in Smash Bros., because 
it's scary. But he'll play Isaac like it's 
no big thing. 


1love that kid. How old is he? 
He's six. 


So if Super Meat Boy is your Super 
Mario Bros. – a game you played 
around that age – and if The Binding 
of Isaac is your take on The Legend 
of Zelda, are there any other 
Nintendo games that you'd like to 
use as a base and then expand off 
of? Maybe a cross between Spewer 
and Metroid? 

Listen up Nintendo, here's an idea for 
your next game that you can take 
straight from me. Take all the best 
parts of your old games, mix them up, 
make them multiplayer, and turn 
those into the minigames in the next 
Mario Party. They already tried some- 
thing like that with Animal Crossing on 
the GameCube, and with NES Remix on 
the Wii U, which I thought was going 
to be like this Mario Party idea, but it 
wasn't. But it's not too late. A retro 
Mario Party would be awesome. I 
would love to make that game. 


Finally, if you could have any super 
power, what would it be? 

I've always had a fantasy about being 
able to control gravity, and to use that 
power to fly — and also to crush 
things. 
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COMIC BREAK 


HI, EVERYONE! THIS IS GABBY, WITH 
NINTENDO NEWS NETWORK! 


JUST WAIT 'TIL THEY START TELL 'EM NOT TO LEAVE THEIR 
GETTING BLASTED BY FIREBALLS RUPEES LYING AROUND. SOME 
EVERY MINUTE OF GREEN PUNK WITH A FANCY 
THE DAY POCKET KNIFE KEEPS 
` М MUGGING ME 


ү 
TODAY WE'RE FOR ММБ! 


TALKING WITH OUR 
FAVORITE 
CEPHALOPODS 
ABOUT THE 
ARRIVAL OF THE 
INKLINGS, 

THE STARS OF 


SPLATOON! IT AIN'T 


LET'S NO PICNIC. 
GET THEIR 
THOUGHTS ON 
NINTENDO'S 
NEWEST 
DARLINGS! 


THEY HAVE AMIIBOS Тоо?!? 
IVE BEEN AROUND SINCE 1981 IF THEY TOUCH MY 
AND ALL | HAVE IS А STINKIN' BABIES, ILL TELEPORT 


SMASH BROTHERS TROPHY!!! THEM INTO OUTER SPACE. 
JUST SAYIN. 


OC OCTILL OC TILLERY 
OCTIL OC OCTILLERY TILL 
OC OC OCTILLERY TILL. 
OC OCTILLERY. 


` 


IM JUST THRILLED 
TO BE AMONG SO MANY 
STARS!! IT'S AN HONOR 
TO BE HERE! 


THAT DISGUISE 
WILL NEVER FOOL THE 
HUMANS THE WAY 
MINE HAS. 


TS 


BY THOR THORVALDSON 
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Nintendo's going all-in' on Splatoon; the all-new shooter that's being presented 
from Day1 asthe beginning of the company’s next major multiplayer series. 
—  Bütdoes it truly deserve to be compared to such greats as Mario Kart and 

Super Smash Bros.? Flip the page to find out! е > 
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It's Ink-redible! 


SPLATOON 


I THINK РМ addicted to ink. 

I can't sleep at night (because I 
keep staying up later and later, 
playing multiplayer matches). My 
mind is stuck in rewind ("If only | had 
turned around and looked behind me, 
| would have splatted him before he 
got mel"). I'm far too seriously con- 
cerned about how an overweight cat 
will evaluate my "vibe" on any given 
day ("Am I SO HAWT!! today, Judd?"). 

It's an addiction. And if you're 
smart, you'll make it yours too. 

Nintendo has put a lot of marketing 
muscle behind the launch of Splatoon 
- we've spent time covering that in 
this issue already. But this 
isn't a case of a com- 
pany trying to push 
a lemon on you. 
Splatoon is the 
revolution, and 
they know it. 


If you're unfamiliar with the game's 
basic premise... well, we haven't 
been doing our job here very well. But 
here's the core concept again for 
anyone coming in totally fresh: You 
are a squid. A squid who's also a kid. 
You can transform back and forth 
between squid and kid forms at will, 
and you'll need to learn the rhythms 
of just when each is most appropriate 
if you want to succeed in the Turf 
Wars. 

You see, that's the main recreation 
for the whole society of squid kids – 
who call themselves Inklings – in 
which you find yourself. You team up 
with three other Inklings to forma 
fighting force of four. You're then 
pitted against another team of four, 

and the two teams are sent to war 

against each other, armed with 
ink-launching weapons. Your 
goal isn’t too kill the other team, 
as most other shooter games 
would have you do. Rather, the 
team who emerges victorious 
is the one with the greater 
percentage of their color of 
ink covering the ground in the 
arena at the end of three 
minutes. It’s a color war! (And if 
some of the opposing Inklings 
happen to get "splatted" 
along the way, well... .) 


AMIIBO SUPPORT 


As Splatoon is an all-new property without the power of nostalgia pushing an 
established connection with its characters, perhaps its set of three amiibo figures 
won't be quite as hard to find as those in the headache-inducing Super Smash Bros. 
series? (Maybe?) Assuming you're able to track them down and buy them, the three 
compatible amiibo for Splatoon - the Inkling Boy, the Inkling Girl and the Inkling 
Squid (pictured to the right) – will each unlock 20 new single-player challenges for 
you to attempt to defeat. The normal single-player campaign is played entirely while 
wielding the "Hero Gun," so an example of an amiibo-activated challenge is that you'll 
be tasked to take on some of the same stages with a Roller or sniper rifle-like Splat 
Charger instead. If you succeed in meeting and beating the increasingly difficult tasks 
set before you by these little plastic playthings, you'll unlock extra, exclusive 
headgear, clothing and shoe options not normally for sale in the Booyah Base shops 

of Inkopolis. You can also earn new 8-bit squid minigames to play! 


Whether you want to focus on 
attacking your foes or laying down as 
much of your team's color of ink as 
possible is the first of many strategic 
decisions you'll make in Splatoon's 
multiplayer. While "splatting" enemies 
doesn't contribute to the final tally of 
ink percentage at the end of each 
round, it does set them back each 
time you zap them - or when they 
splat you, of course. When that 
happens (and it will happen a lot), you 
get sent back to your team's starting 
point, having to wait a few seconds to 
rejoin the fray – while the enemy who 
dispatched you enjoys a few free 
moments to claim territory for his or 
her team unaccosted. 

But you're not dealt quite as much 
of a setback as you might think after 
you've met with an untimely end on 
the battlefield, if your fellow team- 
mates are still in the fight — using the 
Wii U GamePad's touchscreen, you can 
tap on their location and instantly 
perform a sky-soaring super jump to 
sail through the air and land right 
back by their side. You can do that any 
time, actually — not just after a splat. 
If you see a friend is in trouble on the 
far side of the map, you can super- 
jump right over to them to help them 
turn the tide at any time. 

When you find yourself right in the 
thick of a firefight, ink flying every- 
where, that's when you have to be at 
your best in managing your transfor- 
mations back and forth between kid 
and squid forms. As a humanoid, you 
can wield your weapons - it's how you 
fight and lay down ink on the ground 
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for your team. But as a squid, you can 
swim through that ink - moving much 
more quickly than the plodding pace 
of your bipedal form. 

What's more, the squid form intro- 
duces an incredible element of stealth 
and deception into Splatoon's already 
engrossing dynamics. You can hide in 
your own color of ink, undetectable by 
the other team - so an entirely valid 
strategy is to ink a hiding place for 
yourself near a position where you 
know the enemies will be walking 
past, then pop up from behind to blast 
them in the back. 

Of course, if you wait around too 
long just lurking for prey, you won't be 
laying down ink for your team and 
contributing to what ultimately wins 
the match. 

Are you getting a sense of just how 
layered and complex the tactics of this 
design are yet? Splatoon is a master- 
piece of balance in design - a chess 
match between you and your oppo- 
nents as much as it is a shooter 
rewarding quicker reflexes. It is a 
purely phenomenal multiplayer expe- 
rience. 

Not everything about Splatoon is 
multiplayer, though - the game also 
comes equipped with a superb single- 
player campaign. In it, your Inkling is 
recruited by the spry old squid Cap'n 
Cuttlefish and pressed into service 
fighting the Octarians – а race of 
octopi who've fishnapped several 
electricity-generating "Zapfish" that 
the Inklings need to power their town 
of Inkopolis. It's up to you to retrieve 
them, one at a time, by questing 
through self-contained platforming/ 
shooting challenge levels. 


I'm going to run out of positive 
adjectives by the end of this piece, but 
Splatoon's single-player is just as sen- 
sational as its multiplayer matches. Its 
closest equivalent is the Super Mario 
Galaxy series, in that each level is set 
up as a string of floating platform 
areas. On each one, you'll face a 
puzzle to solve, an enemy to blast or 
some combination of the two, and if 
you succeed you'll activate a launch- 
pad that will allow you to do your 
squidly super jump to the next area. 

The two modes complement each 
other well, as playing through the 
single-player campaign will force you 
to become much more maneuverable 
in your squid form. You can swim 
through ink even when it's plastered 
on vertical surfaces - swimming up 
walls – and you'll become such a 
master at this while questing under 
Cap'n Cuttlefish's command that you'll 
gain a fuller sense of how verticality 
plays into the dominance of the Turf 
Wars arenas. 

Those same arenas will also play 
host to other types of multiplayer 
matches too. Happily, myself and 
several of the other Nintendo game 
reviewers of the world were able to 
check out "Splat Zones," another 
game type nested under Splatoon's 
Ranked Battles banner that won't be 
available on Day 1 of the game's 
launch. (Nintendo won't be turning on 
access to Ranked Battles until enough 
players around the world reach Level 
10 or above, indicating the collective 
community's readiness for more 
intense conflicts.) 

And intense they are - the Splat 
Zones gametype is seriously brutal. 


You will get splatted in these zones, 
again and again and again. It's an alto- 
gether different style of play. Whereas 
in the normal Turf Wars it's important 
to lay down ink across the whole map, 
in Splat Zones the only areas that 
matter are small, designated rect- 
angles or squares - so those small 
areas become constantly embroiled in 
incredibly savage firefights as each 
team tries to lay claim for a longer 
stretch of time than the other. Control 
of the zones bounces back and forth 
briskly, and it's a blast to be in the 
battle. It's fun even when you're 
losing! 

Splat Zones also demands a differ- 
ent approach to weapon selection 
than Turf Wars — half of the battle is 
won ahead of time, in the shops of 


Inkopolis, as you equip your Inkling for 


the coming fight. There are dozens of 
different weapons to wield, along with 
subweapons and special weapons too 


- you'll find a personal favorite quickly 


enough. (I'm a big fan of the Seeker, 
which acts like the Zelda series’ 
Bombchus by traveling in a straight 
line and then exploding.) Fashion, 
too, is important, as in addition to 
making your Inkling look good, each 
hat, shirt and pair of shoes has a 
stat-altering boost applied to it. 
Splatoon is spectacular all-around, 
and my only complaints are minor 
things that seem like they could be 
patched out easily enough. You can't 
easily swap out weapon sets between 
matches without risking losing your 
spot playing with the same group, for 
example. The number of maps made 
available at launch is low, too: only 


five, with just two in rotation at a time. 


Finally, | feel obligated to address 
Splatoon's lack of voice chat, since 
that's been a hot-button issue for 
many through the past months: | don't 
miss it. These matches only last a few 
minutes apiece; they're not 30-minute 
affairs where you need to coordinate a 
huge amount of strategy between a 
large group of teammates. If someone 
on your team needs help, you'll see 
that on your GamePad map and you 
can super-jump to them. If there's an 
area that's been neglected 
and needs more ink, you'll 
see that too. 


So I'll apologize on the behalf of 
anyone who makes you think missing 
voice chat is a problem. It isn't. 
Splatoon is perfectly realized and 
nearly perfectly executed exactly as it 
is. It's been billed by Nintendo as "the 
next big thing," and it proves itself 
worthy of that promotion and praise. 
So buy Splatoon. Let yourself get 
addicted to ink, as | did. You'll be 
happy you did! (You just won't get as 
much sleep anymore.) - LUCAS 


INK-OMING UPDATES IN AUGUST 


The Splatoon experience launching on Day 1 (May 29 in the United States and Europe) is 
already robust enough with just the single-player campaign and Turf Wars modes alone, which 
is why I recommend everyone get in on the ground floor and start inking things up as soon as 

possible. That said, there are several features that won't be added until later. As mentioned 
above, the Ranked Battles category of game types won't be unlocked from the start (meaning 
you may have to wait days, weeks or even months to start playing Splat Zones . . . hopefully 
not months). Two other types of Ranked Battles will then be added in August: Tower Control 
and Rainmaker. In Tower Control, you and your teammates will battle against the opposing 
Inklings to claim a large tower structure on the map. Once claimed, it will begin slowly moving 
toward your team's starting point, as one of your teammates stands on top of it, exposed, 
while the remaining three protect it from below. (A bit like Capture the Flag.) Rainmaker? No 
details on that mode at all yet, beyond its name. The August update will also add party match- 
making and custom rules, so you'll be able to more easily organize games with friends! 
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Here There Be Dragons 


IN PUZZLE & DRAGONS Z, you're 
transported to the world of Draconia: a 
land where humans and dragons live in 
harmony with one another. You, a new 
Dragon Tamer, have the power to 
capture these creatures and make them 
follow your every command. You've 
arrived at the right moment, too, 
because a mysterious power is tearing 
Draconia apart and turning fragments 
of it into puzzle pieces. It's up to you to 
travel to various dungeons around the 
land, working to reunite all the pieces 
through successful completion of 
Match-3 puzzle battles. 

Opposing you in this quest are not 
only the rogue dragons you can recruit, 
but also a mysterious organization 
known as Paradox. (They have plans to 
destroy the world, naturally.) The story 
edges in on Pokémon territory – a 
young trainer catching creatures and 
fighting off a terrorist team – but 
Puzzle & Dragons Z has enough inter- 
esting turns to make it feel unique. 

There's a sizeable hub world for you 
to uncover, the centerpiece of which is 
the Ranger HQ where you prep for each 
journey - by assembling your team of 
allies, among other things. New 
dragons don't join you instantly; rather, 
they come to you in the form of eggs. 
The eggs feature one of five different 
prominent attributes — Fire, Wood, 
Water, Light or Dark – along with other 
abilities to use in battle, like strength 
boosts or the power to switch out orbs 
of one type for another. 

You can hatch and raise the eggs, of 
course, or you can sacrifice them – 
basically feeding them to existing 
dragons on your team to power them 
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up. It's a rough call. Once you sacrifice 
an egg, it will be gone - the dragon 
inside will never see the light of day. 

While there are various sidequests 
that you can partake in, the real star 
remains the core story mode, which is 
packed with levels to explore. 

Once you're in a level, the central 


gameplay of dungeon-crawling and orb- 


matching is not much different from 
the Super Mario Bros. Edition it's being 
sold with – but P&DZ offers more 
refreshing twists and turns that make 
the experience more engaging than its 
counterpart. There are more branching 
paths in these dungeons, for example, 
giving you different objectives to tackle 
and increasing the replay value of each 
one. There's a purpose to these extra 
paths as well, as hidden monsters and 
special items lurk around every corner! 
The bosses you fight here in Z are 
way more interesting than those in the 
Mario edition as well - their original 
designs are visually striking and never 
fail to convey a true sense of dread. 
Their looks are backed up by some 
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heavy attacks, so 
good orb-swiping 
skills are a must. 
If you fail, you 
have to restart the 
dungeon! Every 
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carries weight. 


Presentation-wise, the 
pixel-art environments and hand-drawn 
enemies all look sharp, though I do find 
the foes to be too static. The music is a 
high point, though, as it brings just the 
right spirit of adventure to the journey! 

Puzzle & Dragons Z is packed with 
all sorts of content, and even when 
you've played it all you'll have reason 
to replay levels again. It has a faster 
sense of progression than the Super 
Mario Bros. Edition too, which should 
please dedicated players. The presenta- 
tion could have been improved, but it 
works well enough. 

Overall, I'd say Puzzle & Dragons 2 is 
currently the best way to spend 
your 30-minute train commute 
to work! - DAAN 


TWO GAMES FOR (LESS THAN) 
THE PRICE OF ONE! 


When they were first released in Japan, Puzzle & Dragons Z and 
Puzzle & Dragons: Super Mario Bros. Edition were both sold separately. 
(They could be sold as standalones confidently, since the Puzzle & 
Dragons franchise is such a huge phenomenon on mobile devices there.) 
Elsewhere in the world, though, the P&D fever hasn't quite caught on yet, 
so the Big N decided to bundle these two titles together in a single 3DS 
package (no doubt benefiting P&DZ greatly by supporting it with the 
Mario brand). What's even better than getting two games together as one 
is the fact that the MSRP is even cheaper than the one-game norm! 
Usually you'd pay $39.99 for a new 3DS release, but this bundle's $29.99! 


SSDs. 


NINTENDO 


THE STORY IN Puzzle & Dragons: Super Mario 
Bros. Edition holds no surprises: Bowser's once 
again kidnapped Princess Peach, and Mario's once 
again tasked to save her at all costs. The twist 
here is how he goes about playing a hero for this 
particular rescue, as it isn't through any of his 
normal hopping and bopping. Rather, he'll have to, 
well... match three! 

Mysterious, magical orbs have appeared every- 
where throughout the Mushroom Kingdom, and 
Bowser’s minions are abusing them to increase 
their strength — so Mario, Luigi and their friends 
will have to learn to use the orbs too, to have the 
power to survive the barrage of surprises on their 
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way to their latest big clash with the Koopa King. 
Every orb in the Puzzle & Dragons games rep- 
resents a type of elemental attack. There are Fire, 
Water, Grass, Light and Dark attributes (reskinned 
here with Mario power-ups like Fire Flowers and 
Poison Mushrooms), and each character on your 
team has his or her own affinity for one of the 
five. In the beginning, you'll only have Small Mario 
or Small Luigi to choose from – you'll pick one to 
be the leader, and the other will become a helping 
hand to aid his brother in battle. Later, some of 
Bowser's minions will defect from the Koopa Troop 
to join your side — and up to four of these 
reformed foes can be assigned to your team at a 
time. With a total of six allies all together, you'll be 
able to give each element some representation 
and cover your bases for the battles ahead. 
Creating a balanced team of six is important, 
but you'll still be constantly managing the roster 
to deal with different situations the game throws 
at you. During each puzzle stage, only certain orbs 
will appear - prompting you to switch characters 
all the time in order to field the best team of six 
for that particular challenge. In each battle, the 
goal is the same: draining the HP of your opposi- 
tion. You'll have to consider which of your many 
recruited minions has an elemental type advan- 
tage over the current foe, and also consider 
the various special attributes in play that 
will impact your attack 
power. You can't just 
blindly choose favor- 
ites. (Sorry, Dry Bones 
6 fans. He’s not always 
the best pick.) 


" Meet Mario's Minions 


Your new friends become stronger by leveling 
up and actively participating in battles – and you'll 
also come across items that can grant your 
minions new abilities as you travel the world. 

Speaking of which, one of the key differences 
between this Super Mario Bros. Edition and older 
versions of Puzzle & Dragons is that it brings us 
the classic world map setup from the New Super 
Mario Bros. games. You'll progress level by level, 
world by world, and each world will reflect a 
familiar Super Mario series theme as you come 
across it – from the grassy lands around Peach's 
Castle to windswept deserts and beyond. It lends a 
familiar structure to a gameplay experience that 
will likely be unfamiliar to many. 

If you're one of those who are unfamiliar with 
Match-3 puzzlers, the gameplay isn't complicated 
to grasp - though Puzzle & Dragons' approach is a 
bit different than others in this genre. First, you'll 
use your stylus to tap and hold onto one of the 
orbs on the playing field. Then, once you start 
moving, you'll have a few seconds to freely move 
the orb around and complete as many matches as 
you possibly can. These matches need to link 
three or more, and the more you're able to string 
together, the bigger your combo will end up being. 
This take on Match-3 makes Puzzle & Dragons 
games more challenging – and more rewarding. 

To clear a level, you'll need to destroy various 
waves of enemies, and each one is trickier than 
the last. There will be a thrilling boss battle 
waiting for you at the end, so you'll have to be 
sharp all the way through! You'll take on bosses 
like the Koopalings and Boom Boom, which makes 
the Super Mario feeling really hit home. 

To keep things from becoming mundane, there 
are various paths to choose in the stages and you 
need to complete goals at special item boxes. 
These paths aren't as special as the alternate 
routes found in Puzzle & Dragons Z, but you do get 
some decent rewards out of them. The major 
problem I have with the levels in the game is that | 
didn't want to replay them after completion, as 
they got too easy - unlike the more replayable Z. 

Playing Puzzle & Dragons: Super Mario Bros. 
Edition is a fine way to learn what this puzzle fran- 
chise is all about. Its focus is on its puzzles, and it 
delivers a straightforward adventure that's been 
lovingly layered with a coat of Mario paint. The 
game's levels can become too easy when you 
decide to return to them - a side effect of GungHo 
and Nintendo building in more safety nets to guide 
new players than you'd normally find in other 
editions of P&D. It also doesn't push the well-worn 
Super Mario formula into any new territory – but 
at least for this 137th rescue of Princess Peach 
from Bowser's clutches, Mario gets to recruit some 
of the foes he's been stomping for decades to be 
his allies instead. - DAAN 
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XENOBLADE CHRONICLES 3D 


THE THIRD TIME, for me, was the 
charm. 

Like any good hardcore Nintendo 
fan, | followed the progress of the 
Operation Rainfall fan campaign back 
in 2011 and put my money down to 
preorder what was then still known as 
"Monado: Beginning of the World" on 
Amazon.com. That campaign ulti- 
mately succeeded, as Nintendo of 
America reversed their stance (they 
hadn't planned to release the game in 
the States) and Xenoblade Chronicles 
was made available for Wii exclusively 
through GameStop stores. Dutifully, | 
preordered it again there, picked up 
my copy on April 6, 2012, and took it 
home to finally step into its world of 
clashing titans. 

| made it about 20 hours іп. | don't 
remember exactly why | didn’t make 
any more progress than that, but | 
assume life simply got in the way: My 
firstborn son Carter was only five 
months old at the time, and it’s hard 
to find the time to get through a 60+ 
hour JRPG when you've got bottles to 
clean and diapers to change. 

Fast-forward to last year. A major 
leak of information on the new Smash 
Bros. sequels dropped in the summer, 
claiming Xenoblade Chronicles' main 
character, Shulk, would become a 
playable fighter. That news was con- 
firmed in August - on my birthday, no 
less - and | was immediately convicted 
to finish the adventure I'd started and 
left incomplete two years earlier. | was 
bound and determined to complete it 
before Smash came out, as | wanted 
to become more of a Shulk fan. 

| made it about 30 hours in. 

Life getting in the way again? 
Perhaps. (Or perhaps it's just a serious 
commitment to get through a game of 


to lower physical defence. - 


If at First You Don't Succeed... 


this magnitude no matter what you've 
got going on outside your gaming 
time.) 

That brings us to today. A couple of 
months ago, Nintendo announced that 
this new port of Xenoblade Chronicles 
would be coming, serving as the 
flagship release for the New Nintendo 
3DS - the first game that can only be 
played on the "New" hardware and 
just won't work on old 3DS units. 
There were no excuses this time. I 
assigned myself this review, knowing 
that | needed the extra kick in the 
pants to finally finish this story. 

Апа... did it! | made it through. 
The third time, for me, was the charm. 

Now, what I want you to take away 
from all of that is not that Xenoblade 
Chronicles is the kind of game you'll 
have to force yourself to finish — but 
rather that it's such an incredible 
experience that you should do abso- 
lutely everything you can to see every 
last hour of it. Every breathtaking 
view; every interaction with every dif- 
ferent character . . . well, OK, maybe 
not going quite that far. You'd be 
playing the game until your teeth fall 
out. 


The scope is that vast; the story 
that grand. Xenoblade Chronicles tells 
the tale of a world built on the backs 
of two colossal titans. These gods – 
greater in sheer size than any crea- 
tures ever depicted in any past 
Nintendo title – were locked in a 
timeless battle against one another 
until, one day, both died at the hands 
of the other. Then frozen in time, 
entire civilizations sprang up on and in 
their massive bodies. 

Our heroes are the Homs: humans, 
basically, living down low on the leg of 
the Bionis (the biological titan). One 
day, invading forces from the mechan- 
ical titan, Mechonis, arrive and attack 
the Homs colony, devastating its popu- 
lation – it’s only through the power of 
a mysterious sword called the Monado 
that Shulk, our hero, is able to repel 
the Mechons and avert total annihila- 
tion for his town. 

The true adventure begins when 
Shulk sets off on a quest across the 
entirety of the Bionis, determined to 
take the fight to the Mechons and 
prevent any future invasions before 
they begin. The future, in fact, is the 
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constant driving force behind Shulk’s 
actions — he sees visions of the future, 
flashes of what will happen if he 
doesn't act to prevent it, and he's con- 
stantly driven forward by them. 

The gameplay is driven by them as 
well. Xenoblade's battles take place in 
real time, as Shulk and his allies auto- 
attack their foes when they get close 
enough to them to connect with their 
weapons. But Shulk occasionally sees 
beyond "real time" and gets glimpses 
of enemy attacks that haven't 
happened yet — he can then take 
actions to protect himself or his 
friends and avert the disasters he's 
foreseen. 

And actually, that's just the tip of 
the iceberg. Visions of the future are 
just one of the many, many different 
mechanics that factor into the Xeno- 
blade battle system. A full analysis 
would take until, again, your teeth fell 


out. But suffice it to say that there's 
never a dull moment in battle with the 
complexity of elements and actions 
you'll be tasked to juggle here - trig- 
gering each characters' Arts, setting 
up and executing Chain Attacks, 
managing aggro . . . there's a lot to 
take in. 

Though it never felt overwhelming, 
oddly enough - the game throws a lot 
at you, but not all at once. Mechanics 
are added over time. You'll have 
mastered the ones previous before a 
new one is presented to you. 

The battles of Xenoblade Chronicles 
are exciting, but not the highlight of 
the package to me - I'm more of an 
explorer. And if you share in a love of 
discovering the unknowns in game 
worlds — just seeing what's out there, 
how far you can go and what secrets 
you can find - the Bionis is beckoning 
you. This world is immense! Truly, you 
could spend days on end just running 
around, exploring all the hidden caves 
and crevices, finding secret areas and 
stunning vantage points. You're 
encouraged to do so, even - you get 
experience point bonuses for going off 
the beaten path and discovering spec- 
tacular views. It's wonderful. 

But perhaps even more engrossing 


than the environments are the story 
and its characters. You may reach a 
point or two in the first half of the 
adventure where you let your mind 
disconnect, or even where you feel like 
you can set the game aside, as | did. 
Don't. The story is so gripping as you 
go forward into its midpoint and 
through its final chapters that I'm seri- 
ously kicking myself for not having 
experienced it fully back in 2012. This 
tale - and the entire game - has 
become one of my favorites of all 
time. It is absolutely that good. Shulk, 
his meatheaded best friend Reyn, the 
lovably fluffy Riki, the charismastic 
Dunban ...these are heroes you want 
to get to know. 

And their British voice acting – a 
remnant of Nintendo of America being 
unwilling to expend any extra effort in 
bringing the Wii version Stateside 
years ago - is the icing on the cake. 
This game is endlessly quotable, with 
thousands upon thousands of fully 
voiced lines of dialogue spoken both in 
cutscenes and in battle. 

"Man, what a buncha jokers!" 

You got that right, Reyn! 

(Though I'll concede that hearing 
the same lines over and over again 
does get a bit tiresome after 60+ 
hours. Yes, Shulk, we will be happy to 
"behold the power of the Monado" 
once again. Go right ahead and use it.) 
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Xenoblade Chronicles is a game 
that all RPG fans should play - and I'd 
say all Nintendo fans, period. But then 
the question becomes, "Which 
version?" This New 3DS re-release is 
certainly more affordable than the Wii 
disc, which is sold out at retail and 
commands high prices online no 
matter where you shop. But then, if 
you had to buy a New 3DS unit just to 
play this version, that'd be an extra 
couple hundred dollars there too. 

Taking cost out of the equation, I 
feel the two editions are nearly equal 
to one another – each has its own 
strengths and weaknesses. The visuals 
are clearer through the Wii version, as 
it's not held back by the low resolution 
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of the New 3DS screen. The portability 
of this new version may make it more 
likely that you'd actually feel like fin- 
ishing the adventure, though. It boils 
down to whether you prefer gaming 
on your TV or on the go, really. 

The only complaints I have about 
this New 3DS port specifically are that 
it feels like more could have been 
done with it. Getting the game running 
on a handheld is a technical achieve- 
ment, to be sure. But it feels like just 
getting the game running was all that 
the team was able to achieve. The 
touchscreen is sparse and underuti- 
lized, and the only extras added are a 
3D model gallery and some small 
support of the Shulk amiibo figure. 

Nitpicks, those are. That's all. The 
bells and whistles ultimately aren't 
important – it's the adventure itself 
that is a truly spectacular experience. 
Please play it! It's one of my all-time 
favorite games, and | wish it hadn't 
taken me three tries (and three years) 
to figure that out. - LUCAS 
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ASK THE 
FORCE 


IF YOU WERE IN AN 
RPG, WHAT JOB 
WOULD YOU HAVE, 
AND WHY? 


Ж 


LUCAS 
I'd be an Archer, 
because I'm an ace at 
hitting the bull's-eyes in 
Wii Sports Resort and 
I'm sure that skill would 
transfer over when 
monsters try to eat me 
.. right? . . . guys? 


DAVID 
I'd be a plumber, 
because 9596 of the 
RPGs I play star Mario. 


LINDSEY 
Summoner, baby! I'd get 
to hang out with lots of 

adorable, terrifying 
monsters all day! 


L 
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THOR 
| would be a Spoony 
Bard, because | am both 
spoony and a bard. 
Plus, I already own the 
hat. 


ж 


LUCAS AGAIN 
Wait a minute, since 
when are you a bard, 

Thor? Like, in real life? 

Do you wander from 

town to town singing 
songs of adventure and 

woe? Is that why you 
never answer my emails 

in a timely manner? 


106 
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TONY 
Wizard. Says so on my 
business cards. Behold 
the wizard! Beware my 

powers! Unspeakable 
powers! 
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Crossover Dungeon Crawlin 


IN THE GRAND scheme of RPGs, 
Etrian Odyssey and Mystery Dungeon 
games seem to be cut from the same 
cloth — both are punishing and challeng- 
ing adventures that require you to think 
about your every move in ways a lot of 
other games don't. So it's not that much 
of a shock that Etrian Odyssey and 
Mystery Dungeon mix together like 
peanut butter and chocolate. In Etrian 
Mystery Dungeon, which fuses the two 
concepts, the systems from each game 
complement each other - but as a lover 
of the Etrian series, this fusion didn't 
fully click with me. In this case, I think 
I'd much rather have my peanut butter 
and chocolate separated from each 
other, even if it still tastes good. 
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Etrian Mystery Dungeon kicks off by 
introducing you to the concept of 
mystery dungeons in this Etrian-themed 
world courtesy of a very gentle and 
effective tutorial. Similar to past Etrian 
Odyssey games, you take a party of up 
to four created adventurers — each from 
one of 10 unique classes - and journey 
through an untamed dungeon. Thanks to 
the roguelike influence, each dungeon is 
randomly generated instead of pre- 
planned. Additionally, movement and 
combat are tied together in turn-based 
time, as all of your traversal and attacks 
happen in the same top-down view in a 
grid-like fashion. The most basic way to 
sum up how the two disparate types of 
games are mixed together is that Etrian 
Mystery Dungeon is an Etrian Odyssey 
game that feature roguelike dungeons 
instead of traditional Etrian ones. 

It's a novel challenge throughout, but 
the way the game is presented is 
somewhat punitive. In order to succeed 
and survive, you have to replay past 
dungeons and grind. The punishment for 
dying in a dungeon is rough, as you lose 
half of your money, all of your items and 


a piece of equipment for each character, 
but the game is generously peppered 
with escape options (at a minium, be 
sure to keep an Ariadne Thread with you 
at all times). During my playtime, | only 
faced total defeat twice, both times due 
to the DOEs, which are similar to the 
Etrian series’ FOEs. The DOEs are large, 
challenging enemies that roam around 
dungeons, eventually rising up to attack 
the town that you're operating out of. 
Defeating a DOE makes you feel like a 
total superhero, but getting to that point 
is no easy task. It's laced with frustra- 
tion, as a DOE can wipe out progress in 
dungeons and the town at a moment's 
notice, and the only way to defeat them 
involves using a lot of status-changing 
abilities and praying for luck. Being 
faced with harsh consequences is cer- 
tainly a hallmark of the roguelike style, 
but it's one that | didn't enjoy much in 
Etrian Mystery Dungeon, especially in 
comparison to the way that older Etrian 
Odyssey games handle their punishing 
(but slightly gentler) FOEs. 

If you're down for a lengthy adven- 
ture filled with frustrating trials and 
tribulations, then Etrian Mystery 
Dungeon might be perfect for you. It is a 
great introduction to both the Etrian 
Odyssey series and roguelike games 
alike, but it walks the thin line of taking 
too much away from what makes the 
Etrian series so much fun and not being 
as hardcore of a Mystery Dungeon 
game. There is a specific type of person 
who Etrian Mystery Dungeon's design 
will capture, and that person is not me. 
I'd much rather play Etrian Odyssey 
proper and not touch another Mystery 
Dungeon game for a long time. - NEAL 
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| know you're pretty busy -- | mean, obviously, \ 


since we're both farmers and all -- but | hope | get 
to see you around more often! 
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The Farming Game with ап All-New Name 


ITS GOT THE same sound effects, 
the same game mechanics and even 
some of the same recurring charac- 
ters, but you're not playing a Harvest 
Moon game anymore. XSEED has 
taken the localization reins of Bokujo 
Monogatari, guiding it in a new direc- 
tion with a new name: Story of 
Seasons. And it not only picks up 
where Natsume left off, but improves 
on their work in more ways than one. 

Your farmer's goal once you move 
to Oak Tree Town is twofold: to estab- 
lish the town as a center of interna- 
tional commerce, and to settle down 
and start a family. You sell your crops 
and produce at the Trade Plaza to 
such exotic lands as Wheat Country, 
Sakura Country and Cabin Country, 
who will in turn supply you with the 
crop seeds and livestock you'll need to 
expand your operations. Some of the 
new animals available include Angora 
rabbits, zebu (a type of cattle), 
Araucana chickens and camels, which 
are gradually made available as the 
in-game years tick by. 

Don't have enough space on your 
farm? There are fields all over town 
specially designed for specific crop 
types that can be rented – if you prove 
your worth by winning Conquests 
against your fellow farmers. At the 
beginning, Conquests are not only dif- 
ficult to win, they're unforgiving. 
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Prepare to get a drubbing from your 
fellow farmers as you battle tooth and 
nail for the right to control the game’s 
only beehives or water paddy. If you’re 
like me, you'll be doing a lot of saving 
and reloading, especially when the 
result hinges on your performance in a 
monthly festival. 

Your performance in Conquests and 
in various festivals raises your friend- 
ship and reputation with the villagers, 
especially for six lucky marriage 
partners for each gender of playable 
character. Gift-giving remains the 
fastest way to raise a person's affec- 
tion level, but trying to find out your 
new friend's favorite food or present 
takes a lot of trial and error (or a con- 
sultation with the Internet hivemind). 
Other villagers might be able to offer 
some clues, but they're few and far 
between, and the only reliable method 
to gain more information requires an 
object to be constructed from some 
fairly rare materials. 

Series developer Marvelous has 
made substantial improvements over 
the last entry in the franchise, Harvest 
Moon: A New Beginning (which was 
the last Bokujo Monogatari game 
localized by Natsume). Crop fields are 
back to the standard 3 x 3 square, and 
your actions affect all nine crops on 
the field at once, saving your precious 
stamina. There's even a handy on- 
screen gauge for your watering can (it 


took how many games?). You also 
have the option to start in the all-new 
Seedling Mode, which reduces the 
amount of stamina expended while 
using tools and gives you a discount 
on purchases, among other bits of 
assistance. Veteran Mode is the same 
difficulty as in previous titles, but 
once you pick your difficulty, you're 
stuck with it – there's no switching 
after you've made your selection. 

The user interfaces for the various 
maker sheds – outbuildings you can 
put on your farmland such as the 
sewing studio and seed maker - could 
really use an overhaul in their design. 
Whenever you interact with them, 
you're presented with a list of every 
single item that they can produce, 
which requires a lot of scrolling on 
your part. What you can make with 
your raw materials is highlighted, but 
that's not very helpful, and being able 
to sort by the season a crop is grown 
in or type of raw material going into 
the finished product would be much 
easier. 

There's also not much in the way of 
StreetPass functionality: You get to 
see other farmers in your town and 
their stats, but that's it. Natsume 
implemented a StreetPass system in 
their 3DS port of Harvest Moon: The 
Tale of Two Towns that allowed you to 
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send an item to every player you 
StreetPassed, and Story of Seasons 
could have benefited from that same 
feature. You can wirelessly invite up to 
three other farmers to your main 
farmland, where they'll fertilize your 
crops with magical sparkles – one of 
the easier ways to raise crop quality, 
and the only way you'll be able to 
trade items (with a catch: high-level 
items, animal products and ores can't 
be sent). 

Localization-wise, XSEED's talented 
translators have outdone themselves. 
They've put a lot of work into giving 
each resident of Oak Tree Town his or 
her own personality and voice through 
their dialogue, which is a lot more 
polished and natural sounding 
compared to Natsume's often stilted 
translations. They've also put in some 
great pop culture references – some- 
thing for everyone from Gen X to mil- 
lennials, and on par with Capcom's 
excellent localizations of the Ace 
Attorney games. 

Natsume deserves our thanks for 
bringing the Bokujo Monogatari series 
to the West, but now it's XSEED's turn 
to shine – and indeed they have. 
Whether you're a seedling farmer or a 
veteran, you'll enjoy the pleasures of a 
simple country life in this, the first 
Story of Seasons. - REBECCA 
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Jurassic Start 


DINOSAURS ARE ABOUT to make 
a comeback - again! 

It's been 22 years since the first 
Jurassic Park film opened in theaters, 
and when it did, kids around the world 
went dino-crazy. Dinosaurs had always 
been popular with children, sure, but 
the movie — through the power of its 
breathtakingly realistic special effects 
- made these long-extinct creatures 
live and breathe again like never 
before. Now, Jurassic Park's first 
sequel in nearly 15 years is set to open 
soon - and when Jurassic World reig- 
nites that same dino-craze from two 
decades ago, you may find yourself 
with a young gamer in your life who 
wants dinos in their gaming, too. 

Nintendo anticipated this, and, with 
perfect timing, a new Fossil Fighters 
game has been released. 

This is the third release is the Fossil 
Fighters franchise, a series that got its 
start back on the original DS in 2009 
in America. In that first game, the 
ocus was twofold. On the "Fossil" side 
of things, you used your stylus and the 
DS touchscreen to tap a hammer and 
direct a drill to clear away rocks, 
digging up and revealing dinosaur 
fossils that you'd then bring back to 
ife as living, breathing "Vivosaurs." 
For the "Fighters" side of the design, 
you'd then take your Vivosaurs and set 
hem against other resurrected beasts 
in head-to-head arena battles. At the 
ime, Nintendo Power called the game 
"a great introduction to RPGs for new- 
comers" — and all of that remains the 
same in this latest sequel. 

Fossil Fighters: Frontier is a good 
entry-level role-playing adventure, as 
it eases you into its gameplay and 
story and keeps firm hold of your 
hand throughout. This time around 
you're stepping into the shoes of an 
aspiring Warden - someone who lives 
and works in proximity to various 
fossil dig sites around the world and 
helps raise and train the dinosaurs 
that are revived from successfully 
excavated fossils. The two components 
of gameplay introduced on the DS are 
still in play — you're still going to 
spend a lot of time digging up fossils 
by tapping the touchscreen with the 
stylus, and you're still going to take 
your team of revived dinos into battle 
against other Wardens' teams. The 
new part, then, is the "Frontier" — 
which means you get a car to drive. 
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The last two Fossil Fighters games 
had you adventuring entirely on foot, 
as is common with RPGs. But this one 
has introduced "Bone Buggies," which 
are customizable cars and trucks that 
you hop into to go cruising around in 
the dig sites. While you’re behind the 
wheel, you’ll have access to a nifty 
sonar pulse that you can trigger at any 
time - doing so then reveals the loca- 
tions of any fossils hiding in nearby 
rock walls, so you can drive over and 
activate the digging minigame. 

Not all dinosaurs encountered here 
are dug up from the dirt, though, as 
several revived dinos have gone rogue 
and are rampaging around these same 
dig sites. When you run into one of 
them, a battle begins and you and 
your fellow Wardens face off against 
and tame the beast. 

Except, well, it's often the fellow 
Wardens who are doing the battling 
for you. Fossil Fighters: Frontier's 
combat scenes are largely hands-off, 
as you're only in command of one of 
the three good guy dinos in each fight. 
The others are directed by NPC allies, 
and you mostly just sit and watch 
them take their turns and chip away at 
the enemies' health before you get a 
chance to go. You can trigger health 
boosts or attack bonuses for both your 
dino or your friends' while they're 
taking their turns, so there's still a bit 
of interactivity there — just not much. 
If this game were intended to be 
anything other than a beginner-level 
RPG, I'd find some fault with the over- 
abundance of assistance. But as it is, 
it'll probably be helpful to the kids 
who've never played games like this 
before (and combat does get more 
complex later on). 

There are no glaring issues or par- 
ticularly impressive achievements 
elsewhere in this adventure. Fossil 
Fighters: Frontier is simply a good 
introductory RPG packed to the brim 
with dinosaurs - and that may 
be just what the young 
gamer in your life will 
want soon, when the 
dino-craze takes 
over once more. 

- LUCAS 
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3DS 


Professor Layton vs. 


Deus Ex: Human Revolution 


Phoenix Wright: Ace - Director's Cut 75 Evan #6 
Attorney 9.0 Robert #9 Disney Infinity 8.0 Daan #5 
SCORE REVIEWER ISSUE Project X Zone 8.5 David #4 Disney Infinity 2.0: Marvel 
Regular Show: Mordecai and Super Heroes 7.0 Brett #12 
Ace Combat: Assault Horizon Rigby in 8-Bit Land 4.0 Tony #6 Disney Planes 6.0 Lucas #5 
Legacy* 8.0 Lucas #14 Rune Factory 4 6.0 Lucas #6 Donkey Kong Country: 
Adventure Time: Secret of Shin Megami Tensei IV 8.5 Evan #4 Tropical Freeze 9.5 Lucas #8 
The Nameless Kingdom 7.0 David #13 Shin Megami Tensei: Devil Game & Wario 6.5 Robert #4 
Animal Crossing: New Leaf 9.0 Daan #4 Summoner: Soul Hackers 7.5 Neal #3 Hyrule Warriors 8.0 Daan #11 
Batman: Arkham Origins — Skylanders: Swap Force 75 Daan #6 Injustice: Gods Among Us 8.0 Neal #3 
Blackgate 9.0 Neal #6 Sonic Boom: Shattered Kirby and the Rainbow 
Bravely Default 9.0 Danny #7 Crystal 5.0 Tony #12 Curse 8.5 Neal #14 
Code Name: S.T.E.A.M. 9.5 Lucas #14 Sonic Lost World 6.0 Daan #6 LEGO Batman 2: DC Super 
Conception Il: Children of Super Smash Bros. for Heroes 8.5 David #4 
the Seven Stars 7.0 Neal #9 Nintendo 3DS 8.0 Lucas #12 LEGO Batman 3: Beyond 
Cooking Mama 5: Bon Teenage Mutant Ninja Gotham 7.0 Chris #13 
Appetit! 7.5 David #11 Turtles 25 David #1 LEGO Marvel Super Heroes 8.0 Chris #6 
Disney Infinity: Toy Box Teenage Mutant Ninja LEGO The Hobbit 6.5 Evan #9 
Challenge 3.0 Daan #5 Turtles: Danger of the Mario & Sonic at the Sochi 
Disney Magical World 75 Daan #8 Ooze 8.5 David #12 2014 Olympic Winter 
Donkey Kong Country Tetris Ultimate 55 Lucas #12 Games 5.5  KevinC. #6 
Returns 3D 8.5 Lucas #3 The Legend of Zelda: A Link Mario Kart 8 8.5 Tony #9 
Etrian Odyssey Untold: The Between Worlds 95  KevinC. #6 Mario Party 10 75 Lucas #14 
Millenium Girl 8.0 Neal #6 The Legend of Zelda: Monster Hunter 3 Ultimate 9.0 Evan #3 
Fantasy Life 8.5 Evan #12 Majora’s Mask 3D 90  KevinK. #14 Need for Speed: Most 
Harvest Moon: The Lost The LEGO Movie Videogame 7.0 Thor #8 Wanted U 8.0 Evan #3 
Valley 5.0 Rebecca #14 Theatrhythm Final Fantasy: Pac-Man and the Ghostly 
Hometown Story 4.0 Lucas #6 Curtain Call 9.5 Neal #11 Adventures 6.5 David #6 
How to Train Your Dragon2 6.5 David #10 Tomodachi Life (Review #1) 7.5 Daan #10 Pac-Man and the Ghostly 
Kirby: Triple Deluxe 9.0 Daan #7 Tomodachi Life (Review #2) 6.0 Tony #10 Adventures 2 75 David #12 
LEGO City Undercover: The Transformers: Rise of the Phineas and Ferb: Quest for 
Chase Begins 6.0 Daan #3 Dark Spark 8.0 David #10 Cool Stuff 75 David #5 
Mario & Luigi: Dream Team 9.5 Robert #4 Ultimate NES Remix 6.0 Chris #13 Pikmin 3 9.5 Lucas #5 
Mario Golf: World Tour 90  KevinC. #9 Yoshi's New Island 70 Neal #8 Rayman Legends 75 Neal #5 
Mario Party: Island Tour 70  KevinC. #6 Resident Evil: Revelations 8.0 Jonathan #4 
Monster Hunter 3 Ultimate 8.0 — KevinK. #3 Scribblenauts Unmasked 7.0 Lucas #6 
Monster Hunter 4 Ultimate 9.0 Evan #14 ec Skylanders: Swap Force 8.5 Daan #6 
Pac-Man and the Ghostly Wi [| Skylanders: Trap Team 80  KevinC. 412 
Adventures 70 David #6 Sonic Boom: Rise of Lyric 2.0 Tony #12 
Pac-Man and the Ghostly SCORE REVIEWER ISSUE Sonic Lost World 8.0 Daan #6 
Adventures 2 75 David #12 Splinter Cell: Blacklist 6.5 Evan #5 
Persona Q: Shadow of the Adventure Time: Explore the Super Mario 3D World 9.0 Neal #6 
Labyrinth 8.5 Daan #13 Dungeon Because | Super Smash Bros. for WiiU 10 Lucas #12 
Pokemon Alpha Sapphire 8.5 Lucas #12 DON’T KNOW! 45  KevinC. #7 The Amazing Spider-Man 2 6.0 Chris #9 
Pokemon Art Academy 6.0 Mark #11 Assassin’s Creed IV: Black The Legend of Zelda: The 
Pokémon Omega Ruby 8.5 Thor #12 Flag 9.0 Chris #6 Wind Waker HD 9.0 Daan #5 
Pokémon X & Pokémon Y 9.0 KevinK. #6 Batman: Arkham Origins 75 Neal #6 The LEGO Movie Videogame 8.0 Brett #8 
Power Rangers Megaforce 5.5 David #6 Bayonetta 8.0 Neal #12 The Wonderful 101 90 Robert #5 
Power Rangers Super Bayonetta 2 9.0 Neal #12 Transformers: Rise of the 
Megaforce 6.0 David #12 Call of Duty: Ghosts 7.0 Evan #6 Dark Spark 7.0 David #10 
Professor Layton and the Captain Toad: Treasure Watch Dogs 8.0 David #13 
Azran Legacy 9.0 Robert #7 Tracker 9.0 Lucas #13 Wii Fit U 8.0 Matthew #7 
Wii Party U 7.0 Robert #6 
Wii Sports Club 75  KevinK. #10 


AMIIBO UPDATE 
CAPTAIN TOAD: TREASURE TRACKER 


Of the six Super Mario series amiibo figures that have been released so far, there was no doubt that 
Toad would be the toughest to track down – first, because he hadn't previously appeared in amiibo 
form, and second, because his NFC figurine is the only one that can activate an extra gameplay mode 
in Captain Toad: Treasure Tracker. If you've managed to lay claim to a Toad amiibo yourself, you can 
tap it on the GamePad while on the stage select screen to summon a tiny "Pixel Toad" for a game of 
Hide and Seek. The little 8-bit guy dashes onto the screen, jumps into the level you've picked and 
hides himself somewhere in the scenery - it's then up to you to scour the environment, running 
around and spinning the camera to all kinds of kooky angles to try to uncover his hiding spot. 
Sometimes, it's easy — you could pinpoint his position after only a few seconds. Other times, it's 
fiendish — you'll swear you've peeked into every nook, cranny and crevice and still won't see him! A 
shrill, retro-ish Toad voice will cry out as you creep closer to him, which helps in narrowing down his 
general area. But even if his shrieky screams are as loud as possible, you'll sometimes still be left 
scratching your head! It's a great addition to an already great game, and | recommend that all 
Captain Toad fans replay the adventure with a Toad amiibo! (If you can track one down.) - LUCAS 
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AYMAN | 
Joins the Battle! 


THE MAN WHO MADE You BELIEVE 


A chat with Omni Jacala, the artist behind February’s infamous "Rayman in Smash Bros.” video. 


THE TIMING WAS perfect. We knew Nintendo had 
Mewtwo on the way as a DLC addition to the Smash 
Bros. roster, and we suspected that there would be 
more fighters to come after him – but we didn't 
know any further details. That's when an incredibly 
compelling video of off-screen footage appeared 
online, showing off a Smash Bros. character select 
screen that included Ubisoft's Rayman! Could it be? 
Were we witnessing yet another major leak of 
Smash info ahead of its official announcement? 
Thousands of people were convinced. 

But it was a total fake – a beautifully well done, 
thoroughly convincing fake! The mastermind 
behind the deception revealed himself as Omni 
Jacala, a talented graphic designer and Nintendo 
fan who was, understandably, a bit taken aback 
when his little joke went viral throughout the 
fandom. We got in touch with Omni to bring you a 
look inside this mastermind's mind. 


NF: OK, it’s been a few months now since the 
Rayman video. Has the dust settled for you yet? 
What kinds of reactions did you get in the imme- 
diate aftermath, and how are things now? 
Things have definitely calmed 
down since then, but the initial reactions varied 
wildly. Some people were infuriated by the idea 
that somebody would go to such lengths for the 
sake of fooling people (though that was not my 
core intent). Others were impressed by the techni- 
cal skill and effort involved. Largely, the response 
was positive, but the volume of negative responses 
definitely caught me off guard. Granted, I should 
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have been prepared, but | really didn’t anticipate it 
going viral like it did. 


Why create the Rayman leak? You've since kicked 
off a series of videos called "Smashifed," in which 
you illustrate different characters in the Smash 
Bros. style. Did you plan to launch that series off 
the leak from the start, or was it created only as 
aresult of the Rayman video being so huge? 

The idea for the series came first. Originally, the 
plan was to start the Smashified series in much the 
same way as | did my Kirby Hats series back in 
2007 on the Nsider forums - only this time, I'd be 
using YouTube as my platform. People seemed to 
respond well to my Klonoa time lapse video from 
2013, so I thought I would continue in that direc- 
tion. The idea to try to create a fake leak came 
later, and was inspired by a lot of things. | wanted 
to prove that | could create a convincing render, 
and I figured framing it as a leak would be the 
perfect test of whether or not | succeeded. 
However, | went a bit overboard in my execution, 
and I think that was due to my own disappointment 
that my earlier attempt to pass off Klonoa as a leak 
before E3 2013 was debunked so quickly. 


What programs do you use to make these videos, 
and how did you get so good at all of this? 

The leak footage was produced using both After 
Effects and Photoshop. I’ve been using Photoshop 
to create digital art for nearly a decade, but I 
hadn't ever tried using After Effects until that 
point. In light of my desire to produce high quality 


YouTube videos, | figured trying to make fake 
gameplay footage would be a good way to get 
acquainted with the software - killing two birds 
with one stone, so to speak. | studied graphic 
design in college, but | taught myself most of what I 
know when it comes to digital illustration and video 
editing, the latter of which I’ve only started doing 
in the past year or so. 


Could you tell us a little bit more about what 
Smashified is? 

Essentially, | envisioned Smashified to be a series 
of videos intended to pay tribute to the multitude 
of well-loved characters who have not been - and 
might never be - included in the illustrious Super 
Smash Bros. series. The centerpiece of each install- 
ment is an artistic rendering that hopefully demon- 
strates what a character could look like in the 
game, accompanied by an appropriate musical 
arrangement by one of the many talented musi- 
cians in the community. Because so many people 
have responded so well to the series, my vision for 
Smashified has since expanded into a collaborative 
project, bringing creative people together in cel- 
ebration of the many franchises that have touched 
our lives in one way or another. I feel that Smash 
Bros. is the perfect context in which to accomplish 
this goal. 


How much time goes into the creation of each 
new Smashified video? How do you pick which 
characters to feature, and what's the process like 
for bringing them to life? 


The amount of time it takes to create a rendering 
depends on the complexity of the character design. 
Characters like Banjo or K. Rool took around 12-15 
hours to render, and a few hours go into editing the 
time lapse videos. For the formal time lapse videos, 
we select our characters based on audience sug- 
gestions, and we keep each character a secret until 
the videos go public. There will be occasions when 
we pick a character that isn't as popular, but that 
won't happen very often. However, we're also hand- 
picking from some of the less popular suggestions 
for the less time-intensive and more casual 
"Smashified Live" art streams that we'll be doing 
on occasion. 

When we set out to render a character, we 
determine who will handle various facets of the 
production and work accordingly, constantly 
checking for quality throughout multiple phases of 
the production pipeline, which include concept 
sketches, comprehensive drawings and the detailed 
final render. Recently, we've brought on a 3D artist, 
and we've begun to factor 3D assets into the 
pipeline in various ways. We do our best to 
maintain a very collaborative environment where 
all of the artists can utilize each other's strengths 
in order to overcome our own personal shortcom- 
ings, improve our own abilities and produce the 
best possible art that we can. It's taken a little 
while to really establish a good system, but things 
are starting to run very smoothly, and I think you'll 
see an increase in quality as a result. The rendering 
process varies based on who is working on the 
character. Sometimes it's all painted in Photoshop; 
sometimes we mix in some 3D-modeled assets – 
whatever works in accordance to our strengths. 


So Smashified started out as just a one-man 
show, all Omni all the time. But since you've 
expanded to include collaborators, can you tell us 
about the other members of the team? 

The co-lead on the project is Chris Szczesiul, a 
talented artist I've known since the Brawl days. 
Over the course of the last several years, I’ve seen 
him grow rapidly as an artist, surpassing me in 
many respects. These days he works at Pilot Studio, 
where he's currently helping produce art for some 
big-name properties that I'm not at liberty to 
disclose. 

Andrew Coleman is our 3D generalist. Broadly 
speaking, his role is to provide 3D assets, whether 
that means creating a rough model to use for pose 
reference or a more refined model to use as a base 
to be painted over. There's even a possibility that 
some installments in the series will be fully 3D 
without paintover — we like to have variety in the 
processes for different characters. 

At this point, we've brought on three musicians. 
Thanael Platier was our first, who contacted me 
shortly after Shovel Knight and happens to live 12 
minutes away from me! He most enjoys creating 
orchestral music, and he also works professionally 
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THE KIRBY HATS PROJECT 


If you were following the Smash Bros. scene back before Brawl was released in 2008, you 
probably saw these little Kirbys making the rounds on Internet forums. They're some of Omni's 


earliest Smash-style work! See more of his fan art at hextupleyoodot.deviantart.com. 


asa musician and voice actor. RetroSpecter is our 
second musician, who has been producing music on 
YouTube for a few years now, creating a variety of 
remixes, mostly EDM-inspired with orchestral 
elements. Mykal Williams, our most recent musical 
addition, works primarily in hip hop, but also 
explores other genres as well. The team will likely 
continue to expand as we strive to reach higher 
goals. 


Making Smash-styled character art and time 
lapse videos is your new focus, but you've 
actually been creating Nintendo-inspired art for 
years, correct? What are some of your favorite 
pieces you've illustrated in the past? 

That's correct! It's often difficult to look fondly on 
old work when you know you've improved since 
creating it. However, there are a few pieces that I'm 
still pretty proud of. Pikachu and Ice Climbers in 
the style of Paper Mario are two of my more 
popular pieces, as well as a short series I did 
depicting the fairies from the N64 Zelda games in 
more detail – though, looking back, I'll always see 
the flaws. One of my other relatively viral successes 
is a photorealistic Pikachu | did back in 2010, 
though its propagation throughout the Internet has 
been significantly quieter in comparison. 


Any chance you'll revive the "Kirby Hats" concept 
as a companion to the Smashified series? It'd be 
cute to see the Pink Puffball wearing Shovel 
Knight's helmet, or King K. Rool's crown... 
Haha, well with the amount of commitments I have 
currently, it'll probably be awhile before | consider 
doing Kirby hats again. | consider Smashified to be 
a sequel of sorts to that original Kirby Hats project 
- Kirby Hats on steroids, so to speak. 


Who's getting your vote in Nintendo's Smash 
Bros. Fighter Ballot? And besides your personal 
pick, which character do you think is really likely 
to emerge as the winner of the poll? 

Well, in light of the many fans left brokenhearted 
by the Rayman leak, | felt it was my obligation to 
cast a vote for Rayman. But if | could choose 
anyone, it would probably be Bomberman. He's a 
bit of a lost icon from the past at this point, but I 


feel like he has the potential to surpass Snake as 
far as an explosive and strategic moveset is con- 
cerned. As for who I think will actually win, | feel 
like K. Rool really does have a strong chance, and | 
don't know how Nintendo feels about bringing in a 
multiplatform indie character like Shovel Knight, 
who also seems to have a lot of favor at this point. 


Finally, | know Omni Jacala isn't all about 
Nintendo fan art and Smash Bros. character 
leaks. What else are you passionate about that 
you'd like to share with our readers before we 
wrap things up? 

The whole reason I make art in the first place is 
because | have a passion for character design, and | 
aspire to someday be an art director for an indie 
game company. I studied graphic design in college 
after having resigned myself to the idea that a 
career in video games was out of my reach. 
However, in college, | stumbled into a game project 
headed by a group of students who were passion- 
ate about game development, and together under 
the name "Demergo Studios," we brought our first 
game, "function.repair," to completion. After 
college, the team members went their separate 
ways, and that game eventually left the market – 
but it was that project that renewed my desire to 
create games. I’ve since been involved in a number 
of game projects on the side, though due to work 
obligations, none of them have been seen through 
to completion. 

Shortly after college, | began working for a non- 
profit company called Rice Bowls and helped them 
create a game called Hunger Crunch, which gener- 
ates revenue in order to provide the food budget 
for dozens of childrens' homes in several less 
wealthy countries. Currently, I'm in the process of 
creating art for a game project that's being devel- 
oped by a few friends and me in whatever free time 
we can find, but it's not ready to be shoved into the 
spotlight yet. Perhaps some day in the near future 
you'll see more about it! 
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SUMMER GAMES DONE QUICK 


This past January, the latest Awesome Games Done Quick event blew our 
minds with its week of incredible livestreamed speedruns - and it raised 
over $1,500,000 for charity before it was done! Starting July 26, the same 
crew is back to do it all again. Don't miss it! Go to gamesdonequick.com! 


A BEGINNER'S GUIDE TO SPEEDRUNNING 


Have you ever wanted to try speedrunning, but just weren't sure how to get started? We've got you covered. 
y ry Sp & Duty 8 oy 


SO YOU'VE BEEN watching videos online, and 
you've found some amazing playthroughs of your 
favorite games. You've seen a player glitch through 
walls, skip health upgrades and still make mince- 
meat of those tough bosses that plagued your 
childhood. The time it takes to complete these 
games astounds you: Final Fantasy VI beaten in 
under five hours, Ocarina of Time cleared in 15 
minutes and even Metroid 10096 completed in only 
52 minutes. This is the world of speedrunning. 

I’ve seen people respond to speedruns by 
saying, "I wish I could do that, but I have no idea 
where to begin!" The hobby seems intimidating, but 
never fear! I'm here to show you how even an 
average nerd like myself tried running a game. With 
TSG.tv's Mario Marathon coming up in July, | found 
myself wanting to represent a game near and dear 
to many players’ hearts. Ultimately | settled on 
Paper Mario. A great game to be sure, but it’s so 
long! | knew that if | wanted to complete it without 
taking up everyone else’s time, | needed to learn 
some strategies. 

Picking a game you truly want to run is the first 
step. You have to love replaying it over and over! 
Once you've settled on a title, you should start 
researching it. Chances are that no matter what 
game you pick, there's already a dedicated commu- 
nity that has already produced several videos and a 
lot of notes on it. Speed Demos Archive's large 
video archive is a great starting point! These videos 
are typically accompanied by notes and commen- 
tary. Watch these videos carefully and take your 
own notes as well! For Paper Mario, | watched 
videos of runners such as AnatomyZ, iateyourpie 
and Stryder7x. 

You also need to choose a "category." 

The category is simply a collection 
of requirements met in a run. 
Paper Mario has several 
categories. 
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TSG.TV’S MARIO MARATHON 


Not to be confused with the annual Mario Marathon event that benefits 
the Child’s Play Charity each year, TSG.tv’s upcoming Mario Marathon 
event will direct donated funds to St. Jude and have more of a focus on 
silly stunts. It’s where you can see Lindsey’s practiced speedrun of Paper 
Mario, so be sure to tune in to see Mario spinning himself to victory! 


For example, "Any%" is when a runner beats the 
game in the fastest time possible, even if it means 
exploiting coding errors. Conversely, "Glitchless" is 
when a runner exploits no glitches whatsoever. 
After many painful (though occasionally success- 
ful!) attempts to replicate the glitches used in the 
Any% category, | decided | would try my hand at 
Glitchless. Don't be fooled though - every category 
has its own set of challenges! 

Through the videos I discovered some really fun 
things about Paper Mario. The key to blasting 
through the Glitchess category is to have the right 
badges. Speedy Spin, a badge that allows you to 
move quickly in the overworld, is instrumental 
because it allows you to escape enemy encounters 
much more handily, in addition to improving your 
overall speed. Boss battles are the biggest chal- 
lenge when you miss out on so many opportunities 
to level up, but there's a trio of badges that makes 
those fights much easier: Power Bounce allows you 
to jump on a single enemy multiple times, Mega 
Rush ups Mario's attack by 4 if he only has 1 hit 
point left and S. Jump Charge allows you power up 
Mario's next jump attack by 3. Get Mario's health 
down, charge up his attack, then Power Bounce. If 
done correctly, bosses will fall in a flash! 

The next step is working on your "route." The 
route is the chosen path in your quest to get the 
fastest time. Decide which enemies to avoid, which 
items you can miss and which you absolutely need, 
and which weapons are the most effective. This is 
where your research comes in! By watching videos, 
reading notes and checking out forums, you can 


learn what's currently considered the best route for 
a category. The great thing about researching your 
game is that the speedrunning community is very 
open and friendly! Most of them agree on "the 
more, the merrier," so if you have questions or 
want some tips, don't be afraid to ask! Teaching 
each other new techniques is the heart of the com- 
munity, after all. During one of my practice 
streams, Stryder7x actually showed up in the chat 
and gave me some words of encouragement. Sure, 
my playtime wasn't very fast, but he told me to 
keep at it and complimented my progress. 

Next is that all-important step: PRACTICE! 
Whether you're competing to get the next world 
record or simply trying to beat your own best time, 
it takes effort – shorter games usually have 
narrower windows in which to perform crucial 
tricks, while longer games have more elaborate 
routes to remember. Expect a lot of mistakes and 
resets! It's tough, but certainly rewarding. I literally 
clapped and laughed out loud the first time I beat 
Bowser in only a few turns! 

| hope this helps! If you've been hesitant to start 
speedrunning, go ahead and give it a shot. As for 
me, I'm going to keep practicing Paper Mario. My 
current time is twice as long as the world record, 
but I'm still enjoying myself. That's what matters! 

- LINDSEY 
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NEXI ISSUE 


Hope you're feeling creative! After the ink has settled from millions of Splatoon matches, 
Nintendo’s next big push will be for Mario Maker – a game that looked like little more than 
a curious diversion when it was first revealed, but has since evolved into an experience that 
could very well bring about a new renaissance for user-created content in Nintendo video 
games! Well deconstruct the new construction game next time, and even take a 

look back at the history of how “you make the game" modes evolved. Until then! OG 
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PM A SQUID NOW! 


I’m sure that you've probably already been able to tell, but I’ve been truly enthralled by Splatoon while 
working to bring this NF issue together. | participated in the first Global Testfire alongside all the other 
Nintendo fans around the world, but shortly thereafter Nintendo was kind enough to extend access to the 
"Splatoon Pre-Launch Review" to myself and a couple hundred other game journalists around the world. 
l've been diving into it with every free moment I get, squidly swimming my way all throughout the spectacu- 
lar single-player adventure and hopping into multiplayer matches as often as I’ve been able to. 


Which hasn't been as often as | would have liked! One of the drawbacks to there only being a couple 
hundred people on the planet with early access to the game is that you have to frequently wait for there to 
be enough people online and searching to joining a match at the same time you are - | and the other 
Pre-Launch players have been met with many, many long waits on loading screens as we await the 
minimum eight Inklings needed to be able to begin a Turf War or Ranked Battle match. We've had to 
organize special meet-up times to be able to experience Splat Zones in particular, and in the past few days 
everyone's Twitter accounts have been set abuzz by requests from friends working at other outlets to log 
on and play! 


It has been a blast. You'd think that we'd all be frustrated by not being able to instantly join matches 
whenever we want, but a camaraderie of calamari has come together as a result of these 
special, fleeting circumstances - we've all been in it together, and it's been 


the greatest in-game sense of community and togetherness I’ve ever 
felt with my fellow Nintendo-focused journalists. It’s been a 

ton of fun, and l'Il lament the loss when the Pre-Launch 

servers are shut down! Good games, everyone! 171 still 

be available to splat you even in public matches! 
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